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hghtr* * LhalU'ngr t% a ownm-onr advmfurr; il 
w dr ii;ncxi lor wnaU um|V4ixni of th j inrans lo 
j ntrUry PC (PUyrr Character l wmr r»prri- 
rrve bdwv pU»»n>* h*m in an noting • ampaiKn 
THrrr arr rHermcr* madr lo PHBRl. which t\ 
Tht CompUH* ftghtr* * H**.M h*>A I1IHKI i% mx 
nrtrxvarv tor thr running ol this adventure, bill it 
Mpi to lW%h thing* out. 

The adventure w unit'd tor a 2nd through 4th- 
I rrri warrior PC <*r a warrior multi < &a%% (lighter 
tkn tighter thiH rtiA clrrtr or thirl may run 
through thh adventure, but a wizard •% unlikely to 
tumve 

Whm running Fightrr « CMlmge. keep m mind 
that role playing h Uiil important iir%p»tr there In- 
ing only one player ami one DM Kolcplav ra<h 
NFC % rcrvonaltly r*pn tally it hrmhmen are in 
vohfd I lay up thr lerting* of the l*C bring on hn 
own in an unkntHvn area 

Finally, give tV player a bfral With only onr 
PC tV margin lor error w dim II tV player n 
having hn IX. do all t V right thing* and hi* luck n 
Mill bad go eaty on him Irwlead id killing the IX. 
an enemy may lake the vam|ui*Vd PC pmonet. 
lor evample wrlh a po**ibility ol rveapr later A 
gang ol brigand* may V content with inrirly lak 
ing a tew ol tV PC * thing* 

Fighter * Challenge Feature 

Thi* module detail* a *mall campaign revolving 
around the village id Sturnheim StumVim I* cov¬ 
er**! in tV lint rhapirt *mre t V village I* tV logi 
cal starting point and ha* thr hook* and 
Km kground lie the main pint 

TV second chapter deal* with IV area* between 
Sturnheim and the ruined tower tV latter being 
IV *rtti"« lor the mam plot 
lhaptm three through live cover tV tower 
proper tV underground area and miscellaneous 
Irafurr* respectively 

TV Imal chapter coven the tobfdot*. none id 
wTuch are necessary lex tV completion ol the main 
plot but whxh may provide item* allies and 
due* In make tV revolution ol tV main plot that 
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Stumhrim is J village that ha* seen better day* l» 
sated on an old trade route this villa** ot 2.000 
people saw it* fortunes decline when the route Ml 
into dliUSC 

The change in Stumheim* fortunes cam* *0 
yrat* ago A lame merchant caravan which in 
eluded a gold dnpmrnt composed o» much ot 
Slurnheim* money In it* canto dna|*p»arrd The 
sold had been cent away to* an investment Thr 
divappearance incurred on the road in the eastern 
«dne w* the loothdlv Outraged at this low man> 
merchant guilds «d the surrounding larger cities 
collal-rattd and organized dillermt routm t>\ 
pawing the unfortunate village 

I Virr mined lu restore Slurnheim * honor and 
reputation, a hand ot eight adventurers combed 
the hill* looking lor traie* o* the caravan Four 
member* cd the (roup died unptravini draft** m 
the pen*r*» and the other lour lound a myslersou* 
»lone swotd. bul the mission -a. a failure 
Shamed by Iheir I a. lure, two id the survivor* left 
town One cd ibme »i> a warrior named Kmu a 
man ol evil disposition Me -•«convinced that the 
done «woiJ had com. ugndK in.r he lu.rlcd 
wiilrly seeking due* Irom cage* and libraries 
Ol the two men who irmamed behind one 
eventually went mad and llrd town and the other 
a lb let named Pool, krpt the done swiurd and hr 
gan hi* own rr*eatch mlo the nature cd the sword 
Pool however, stayed in the Slurnheim vu m«ty 
Year* passed, and Krsot. now an old man fi 
nally discovered the true nature ol the sword It i» 
a key to an old lower h-Jdcn in the hills a pU * Ih. 
caravan attac kers could have used lor a lair hrsor 
rrah/rd lhal he had the answer to Slurnheim s 
problem, hut he also knew he was loo edd to utili/r 
this information so he passed the mlormation on 
to his son Yaldat 

Vaklai returned to Slurnheim and alter per 
forming a series ot lavors lor Ihe town won ihe 
peoples confidence and became Captain ot the Mi 
litia. Unlortunatelv. Yaldat also druck a deal with 
a gtoup cd brigands who were barely scraping liv 
gel her an r*islen«e living on the eastern rdgr ot the 
hills According to Ihe dral. the brigands would ac¬ 
cept Valdai as their leader and search Ice the tower 
ruins, and in return he would pay them a small st>- 

C nd and make it rawer lor the brigands to wav 
y travelers. I he brigands began <omb*ng the hilb 


I his position in town and kept 

an rye out lor Poot. 

Recently the bngands found the ruin* bul they 
could mu ga>" access. They needed the sword key. 
The robbers sent a message to Valdar informing 
him cd then success 

When thr PC enter* Slurnheim. the brigands are 
m the midsl at attacking old Pool 

The villager* attitude toward stranger* depends 
cm Ihe stranger* actions Visitor* who are reasona- 
My polar and spend gold are treated courteously 
Strangrr* who art belligerent arrogant code 
and or who ask lor handouts, haggle 
pn.es and makr it clear lhal they have no 
t ot spending much money are treated sul¬ 
lenly and may even have lo sutler a IO‘V In 50% 
i and services 


Personalities 

Stumhrim has its sharr .a interesting people, 
What lollow* ate the statistic* lot Ihe Mis mewl 
likely lo »«e encountered in the vlllagr 


Valdar U MV 12 f7 hp *0. TMACOU. #A! 
•/« Dn« by weapon At NE. Sir 17 IV* 16, 
Cm 15, Int II Wi%« Cha 12; ML 16 
tquipmml Cham armor ♦ I .hMJ 4 j brood 
.uv»J iW*r •/ J•/ potion of 

WtljiriwickmM Weapon and shield style, 

Sonweapon ProlKiencirs Tra« king 0. Nindlighl- 
mg Land-based riding 12 read write 12 . 

Valdar n the captain id thr militia A human male 
<d 30 rears hr is a tough leadrr and apprars lanati 
iaOy devoted to protecting the town llandmmr m a 
nytunh way. Valdar rs qu.tr a dash mg figure 

Me ■ suspHious ol all strangles and uses his 
post as captain to interrogate them and keep tabs 
•n ihrtr whereabout' Anyone mentioning the lost 
caravan invites very ilo-« scrutiny. usually in the 
form a pair ol militiamen tailing the IV at a dis¬ 
creet dtstarve Valdai wants Stumheim s lost Ire.i 
sure, and once he gets it he II leave the village 
forever 


halidii Blnslrrwind: AC 10 MV 12 FO hp S; 
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THACO 20: #AT I Dm* 14 At NT. Sir* Dn 
ft Con 10. Ini 14. Wi* 13. Cha 14 


Kalldar n lhr 54 year-old iruyitf ol Stumhecm 
and hr has been in oltice lor thr past 10 year* Hr is 
weak Willed easily bullied 4ml ansicus to pica— 
Hr remembers ihr Iml caravan disaster and l«i* 
that il the tirasun wrir louml ami rr' .rned 
Slurnhnm » loitunrs would improve Hr wdl ac¬ 
cept ihr PC’s help in finding il. and will give ihr PC 
a 10% tinder’* Irr. Ol counr. as a malirr ol rou 
linr hr will nolily Valdar •>» ihr arrawmeni 
which will .just Valdar much dcsirm. 

Il ihr It often to light ihr centaur* ihr mayor 
will hr trim Uru to ag-rr U Valdar cal.hr. wend 
lhal Ihr PC wishes lo light Ihr emtaurv hr wil 
•Upport l hr in Thr mayor will how In Valdar IV 

PC will V paid 10 gp day 

lorh: AC 8. MV 12 F2 hp20. THAOS 10 *AT 2. 
Pm* 1-3*2 or by weapon At CN Sir 17 IV. 
« Con 15. Ini o W.. 7. Cha 6 Ml 15 
Wrjpon Predir tenor* Punching spe* laluaHon 
club. 

Nonwrapon Pndic imors Fishing 6 mdurancr 15 
Equipment Leather armor pur-w I0<p 2 sp 

Tori, a 21 year-old human male n the town 
bully, lbs lacr brais ihr wars ol many a brass! 
mating him raihrr ugly Hr m.-.r* a small hvin* 
selling lids and spends ihr irsl ol his lunr al ihr 
Thrrr Crown* drinking ami causing trouble Tt»il 
spnull/r* in using his llsl* iPHBRl p* 7.'i llm 
willing lo br hired as a henchman 5 gp day 
lhough cmly il Ihr PC brais him m a twilight 

Rosamund: Al I MV II T2 hp 10 THAC0 30 
MM. Pmg by wrapoo. AL NG. Sir «. IV. I* 
Con 12. Ini 12. Wi. 12. Cha 16 MI II SA 
Backstab: IT 45%: Ol 44%. F RI 30%. MS 
31%: HS 25%; PN 10% CW 10% 

Wrapon Protuwmirs Dagger. ding 
Nonwrapon Proficiencies Appraiscng 12. cooking 
12 . rope usr 10 

Equipment Lraihrr arm.- daoter dmg and 3? 
slonrs rhirvrs took 

Rosamund is a pirtly. l«-v»ar old manlm who 
is bored with her town. She is looking lor adven¬ 


ture ami romance and is willing lo hr hired a. a 
scout read thirl * lor 4 gp day. Shr is bright, mis 
chirvous ami thrtaltou* 

Cory* AC 8 MV 12 F 0; hp 4: THACO 20 8AT 
1 Pmg by weapon Al CG Slr4. I V. 6, Con 7. 
Ini 0. VVn S. Cha 18. Ml 8 
Nonwrapon Pridu irm its Poilrry 4. 

Equipment lraihrr armor, longs word 

Coryn i* ihr ullrrly incompetent, but outra- 
grssudy handsome *--o ol thr vsllagr pellet Thr 
20 yrar-old man n trying lo pass him—Il oil as an 
adventurer and will ask lor 8 gp day Hr will lie 
about his r.prrtm>r claiming lo l*r a modestly 
succrsdul adventurer tin tael ihr Iasi thing hr 
killed was an angry bumhlrber in his hrdroom). 
Wiser danger dews amw, hr will go lo pin rs 

Iirgai Hiiirrmouih. AC 3. MV 0; Fl; hn 14; 
THACO 20 *AT I Pm* by wrapon. Al IG: 
Strlft. IV. li Con 18. Ini 12 Wis 10. Cha 6 
Ml 14 

Wrapon PMidWia Isso handed siyle light 
irs.Mb.sw haillr a.» hi—mans ma.r 
Nonwrapon Proficiencies Mountaineering en¬ 
durance 18 hunting 0 

Equipment Waffle air *1. plalr armor, light 
cnwsbcm and 12 boll, horsemans mace, purse 
w/I3gp 

Irrtai .• a young male dwart warrior who 
cravr* action He supports hrmsrH m ihr village as 
a hunfri Trrgai will hire him—'ll out lor 0 gp day. 
He n extremely loyal unlhrx hmgly hravr. and 
ninprln" lbs only drawl—c L is hl» trmlemy to 
complain about everything 

Uriah Inlimc: AC 2. MV 12; B3: hp IS THACO 
!• 4AT I I'm* by weapon; Al CC: SA <*W 
cO%. PN 40%. PP 35% Rl 10%; II bard is 
singing or reciting * I bonus lo attack mils or 
saves or * 2 bonus lo morale singing counters 
effect* of songs and poelrv 1 5% chance ot iden¬ 
tity mg f.nnal purpose ot any magical item; 
May memonrr two 1st level MU spells: Sir 10. 
IV. 16 Con 14 In lo. Wit 0 c ha 17 Ml 13 
Weapon Pr.4iom.H-* Two-weapon style sprtiali- 





Welcome to Sturnhelm 


I Id jI it* 


drinks. llrLik bored r^y 


bl»<k*mrth 


has retired from .idvrn 


‘Her himsril for hirr at 
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Welcome to Stumheim 




ter. although hr w.it not part c4 Pool. party All hr 
know* i» that ihr lour tuivivor^ rrtuwd lo irll 
whdl tort o4 hrj't jii.h IoI them even though 
they told lhr old mayor, who ha« (on* urn* Jwd 


r» act to trllithly lhal ihnr village * wirvival would 
hr pul in leupatdy 

A litllr bribery would never pul thr town in 
propardyt 


Stiii Iha Alum. iWrrrwolIU At !(XS> MV 
12113). HD 4 *3. hp 32: THACO20(151; #AI I 
l»m K 2 * Al CF. SA Surpr.w SP Mil only hv 
wlvrr or ♦ 1 or better mipirl weapon. Mi 0 
IV. 12. Con 12. Ini 10 V\« 10 Cha I* (Paten 
ihriu.il tial. arr lor hrr wrrrwoll lorm ) 

Secret ha it 4 prrliy 2* year old woman who Irr 
qurnlt thr inn li^oking hrroet Hrr taihrr i. a 
vampire hurlrd m ihr graveyard north ot town 
4n«l Srri-rth4 lure* adventurer. there «n ihr prr 
irnw ol nmling tom«one loeuort h»r loihe «m»» 
Irry in ord.no vi.il hrr dear lather, grave Once 
»hr ami Ihr haplrt* 4ilvrnlurrr(»i a»nvr at ihr rrm 
rtery. thr rrvvrtt lo wrrrwoll lorm and tcum hrr 
l4lhrr in ihr feeding Seirrlha it drmurr and quirt 
pj mi inn Ihr pMtuir .a ihr prrtrti damtrl in dn 
In-*. Srrrrtha rent. a room al Ihr inn 

Mama C h.pmunh. This 70-yrar-oW woman, rral 
name i» Naghu hut ih« «tlla»*i. gave h«» ihrnMk 
Mine dur to hrr Hintianl . Iutimn» Shr myiyt 
hanging About ihr inn.common room irllm, and 
Ittlrning lo giwup Shr know, ihr town* hark 
ground thoroughly. ami it theretom a food eotircr 
ol i umnrv and nrwt Shr dor* nor Irutl Srrrrtha 


Average Militiaman AC f MV 12 H h 
1HAC0 20 9 AT I l>m* by weapon Al 
gootli Ml 12 

Weapon I'rot tor nor. Short .word 
dub. dagger 
Lquipmrnl Scale 

dub. tlaggei badge ol ottar whitllr purtr w 

2dl.p 


On duly militiamen ira.rl in group. ot ihrrr 
I hey act at ihr village t detente and police lorce 
Ihr militia it mode up ot pan nmert who have 
other occupations. Note that all ot the NPCs e»- 
«epl Ihr mayor and Srrrrtha have lo pul in militia 
duly. The whittle n a dttirrtt Mgjial which will 
tummon an additional 2d© mil ilia in Id4 round. 
I hr mill! la are good, honeV Kilkt who would nrv 


A.rragr Rngjnd AC S MV 12 I I hp 5 HIACO 
20 #A1 1 Dm* by weapon; AL Nb; SA IT 
40** HS 40% MS V>%. Ml 12 XP SO. 
VWapon Prolicirnort Punch tpctiali/alion. dag- 
gee light crowbow. thorl .word 
lquipmrnl Studded leather armoi light crombotv 
and 24 quartet. thort .wind club dagger, 
punr w' Idbgp 


VShml 
irate or 
ihete 


ir tamp lo ihr t 
enlrr Stumhnm il it utually lo mill 
Crt wane order. Horn Valdai Daring 
ihry travel in pair. 


Sfurnhelm's Details 

Thr road Welding northeast info Sturnhrim I* 
lilM thr Slurnhnm mid. Il H J wrll main! jinrd. 
ctrarfy mark#*! mid. paved with granite i|jh. 
Thr road cofttmur* northeast beyond Sturnhrim, 
hut Ihn turn h*% lallen Mo disrepair II h.%% hrrn 
.moll totally renamed ihr Forsaken KtMil 

Thr town n wjrrmjndrd by a very old 10 foot¬ 
fall wooden Motkadr wall Ihr I wo gates are 
kta krd Iran dusk lo dawn and arr always 
fd by lour rrnlilumrn • 44 h Vki WftBl ifc W MWt 
irruutnl dfttly with s dipperv 1 run dmved from 
4 local For climbing pirp^nr% ihr W 4 ll 1 % 

lonsdrtfd 4 Slippery. Wry Smooth surlacr. 

I' Ihr Sign itI Ihr Ihrrr ( fowm. 

Thn <ofntorl*Mr inn h 4 % private roomt l«»r 5 
gp nirhl Ihmk v arr 1 %f mraharvS kp Thr com 
rrn»n ftx»m w thr favored gaihrrmg place for ihr 
' Hare of Slurnhom% NPC% tprnd% al 
tret vw c4 I heir evening there every day. 

Any ot ihr following rumon 4 an be heard al the 
Three Crowm Mama Chipmunk and Helak are 
*hr M likrfv wHirer d rumon 

1 A tnhr ol cfiitaurv dwrlh to the smith. They 
have bmMnr increasingly rrw*rr hrlligerml in thr 
past few yean (True) 

2 Old Pool is the last survivor of a doomed ex- 
prditioci into ihr hills 40 yrar% ago (True) 


S 





3 Pools house i* lull ot treasure collfrtrd .hiring 
hii adventuring days (False) 

4 Carbuncle the armorer is insane (Fabci 

5. Serertha is a sweet girl who came lo (hr vil 
lane last year apparmily searching »«* long lost 
l,ml.* (False) 

6. Valdai the militia leadrr is the true power in 
town Old lllustrnvind is weak willed and cor 
rupt <Hall True the mayor rs honest) 

7. A hug* red dragon lives in rhe mountains to 
the east (False il died Ion* ago) 

8. Forty years ago Stumhetm Inst mosi ot its 
Inrtunr to monslrous raiders II was never luimd 
and this caused the village s dec line (Truel 

« Sturnheim uwd to bury its dead in a grave 
yard north ot here It has fallen mlo douse in the 
last 10 years Nowadays villagers build twiseral 
boats and release them down the nvrr < I rue' 

10 Coryn the pollers son is Sturnhnms ihwr.i 
thing lo an adventurer (Wry False!) 

11 Most strangers looking lor adventure mind 
these parts are never wen again Frue They are 
either eaten by Serretha and her iaiher or the . iu.« 
leave town). 

12 Forty years ago one ot old Pools ccmpan 
tons went mad r.nlr .nit i4 town wearing ho lull 
plate armor, and was never wen again. (True' 

13a Five years ago a swsir.Kman and swocJs- 
woman by the names <4 O/nod and laramai came 
into •vturnheim m h.*prx ot tmding the tirj.urr A 
truel pair, they boasted that they wouid lind the 
trove and give none lo the iltv They Wt For the 
raslem hills and never returned ( True' 

I |b Same story rs.ept that the couple is ru 
mored to have lound the trove and continued east 
(False) 

21 < arbuntle Blustcrbucklc- s Armors. 

Phis is the town s armorer wraponumth This 
last talking gnome will make asurt.4 armor to or 
deriwel’IIBKl pp4-Oi For wares all he has ready 
arc two shields oF each available sue In the 
weaponsmithing area, he has a good collection ol 
swords, daggers spears, polrarms. hammers as 
es. and maces. Carbunrle will also tram a tighter 
who is ready lo go up an experience level, charging 
500 gp times the level to be gained 


> Miranda the Healer. 

No .mr knows rsaitly how to classify Miranda 
People have speculated that she is a witch, priest- 
rvs hrdgr wizard aleFiraiitt or professional heal 
er In truth Miranda is a healer whose skill in plant 
lore enables her lo brew potions and make salves 

Miranda sells herbs including gad*, belladon¬ 
na anJwollsbanr tarlf 2 gp/4 gp respectively 
In tact Miranda make, a woltsbane belladonna 
brrss lor turmg h'anthropy The brew cures lv 
canthropy in victims who have been minted lor as 
long as 24 hours The potion has a 50% ihan.r ol 

• wing the aftlution II the brew tail, it will nrvrr 
work on that partuular mtntion again In rilher 

• as* the vMtim is imapacitaled lor Id4 days The 
brew costs 10 gp d.ise and only two may It pur¬ 
chased by a PC in a week s time 

At any gism tune, her potion Uocl includes 
lour potions ol nn.ii.li7 pou-'fi (5 gp each), lour 
px.vn i4 .we .l.seuse (5 gp each). six potions ol 
-smor healmg (Idl hpt. 13 gp ra. hi limit lour po- 
tumsprr customer no morr than two i4 .mr kind. 
Her F—almg services c>a 2 gp per visit 10 gp lor 
nonvdlagrrs 

Miranda is stubborn and hard to fool Villagers 
trust her and her potiom and the strong men ol 
the village make sure that no .me bullies or harms 
let 

Miranda AC 10 MV 12 K> hp 4: Al CC i Str4, 

F»rx 7. ton 10. Ini IB Wis IB. Cha » 
Nonweapon Prc4* iem.es Hrrbalrsm 16 healing 

IB brewing IB cooking IB 

4 Bertryn. AIKhukIs 

This store stocks most ol the nonwrapon armor 
equipment tmirul m the Pltiyt' . Ilsm/b >i with 
the exception ol transport and animals It is sold at 
a lOt- markup lor slran»-.-r* Foodstufl* and spirits 

Ackfcttonally Brrtryn has a brokendown nag 
I we IA1C p* 3oi whKh he is anxious to unload tor 
50 gp <or Fw will hire it out lor 5 gp day! 

Bertryn. a paunchy, balding human male in his 
early 40s. rs Full r4 unacked-For advice, most ot it 
melrw He cannot help but to intertect his say into 
a conversation. Still, many c4 the nllages old men 
or lazy young men i nngrrgalr a) the store and 



swap la!*'* and ‘lacts that are outrageously mac- 
«ur.ilr Rumors ••Hind at the Three Ci«» Inn are 
abo found here. (hough with further embellish 
mrnls 

»» Valdai* How*. 

Hu* how* is guarded by (wo Iwrcr war dog*. 
A* a ml*. VUdw n home Irom midnight to right in 
(hr morning When he is out (he dog-, wander (hr 
house and ih* Iron! door t* locked (Lock quality k 
escrllent, we DMC pg 30 4 to Open LViof* 

rolls. - 20 to Open locks rolls). 

The following Kent* ««l interest can be lound in a 
locked chest under Vaklar s bed a note reading 
Tciwre loun>l I'ncrt ha* key?' another pan h 
ment saying 15 brig Avg pay 30 sp month Cor- 
inna 10 gp month In addition, the chest contains 
a pulton of hi’uling, a purse with 50 aquamarines 
woith 50 gp eai h and 20 pp 

The dogs named Vayne and Artree, are mast ills 
well trained by Valda. They are kept a little hun¬ 
gry. and will enthusiastically tear into anyonr mho 
enters the house unaccompanied by Valdar 


War Dogs tie AC 6. MV 12 HD 2*2 hp 14. 
THAC0 W. 4AT 1; Dmg 2d4. Al N; ML 12: XI* 
65 

V Mayor's House. 

Ihemccsi structure in Slumhetm Ih.-ms noth 
mg ot mirrr-a here Thr mayor can be (tiund home 
•men dusk lo dawn 

71 Pool s House. 

This run-down but comfortable house is a 
housekeepers nightmare The frail link on the 
door is more ot a suggestion than a deterrent (Luck 
quality is t* retched *t> lo Open I V>ors rolls. ♦ 30 
•o t»pm I o» ks rodsi lor every turn ol ware lung, 
thr PC has a 50* chance ol linding one ol the fol¬ 
lowing Chur an ami is lound It i annul be fount I 


• a purse with 125 gp this last rrscfvesl 

• a rtof of inarmfk (hr lost it 5 years ago) 

• a scrawled notr South centaurs Inrndly." 

• another scrawled notr Ihr lev is it- twnrd 
the sword is the key* South ol lorsakrn Road," 
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Welcome to Stumheim 


• jn old pi«r (4 drawing fnj»r *n»h many doo¬ 
dle on It One corn** show* a beg dragon a) 
tacking right fibres with a scribbled captaon: 

VVr hit it but d*l we kill ii V 

• a note written 1*1 good parchment P mm me 
41 I hr Old Alley tonight arul brmg .hr k»> I 
have jm ertainnl it* origin and purpose plus the 
location <d the lock V 

• a hollered grMl helm 

• a pain'n ' Pont and h.. seven odsrnlunng 
I rlends 40 years ago Valdar looks exactly l.ke 
his lather Krsor 

«> Militia IIradquartervConsi a bulary. 

I In. sioisr building IS the militia w i nnW imi 
point There n a large toyrr lor villager. to enter it 
they have militia related h--sines* Two maps 
adorn the wall: Onr id Sturtsheim. and one ui the 
Mirroundinii area 

The huildinx is always manned by w. m.Wia 
men There is a locked armory room holding 100 
id path weapon tarried by the milit.a plus SO suits 
«d »«ale armor. 

There are tour tail i rlls lor especially lough pri* 
oners (such as unruly PCs!, plus a holding 
dungeon which Ills 24 

The vlllajce census duty rosier roll muster arc 
lepl in a small lm ked idtHe used by Valdar Derr 
is nothin* in ihe otticr ihat wrnild imriminate hun 
Consider all Ink ijoalitirs m the .onsiobulary to 
he superior 1 - 6 to Open Doors rolls - 40 la Open 
locks rolls. 

Stables ! ivery. 

I In. building will house a horse h*r I sp per day. 
including feeding and care. 

The Key And the Tower 

The following section fsegim if. mam adsen 
lure. The hrst encounter happens at night m a dark 
alley <d Stumheim prrieraMv alter the PC ha. had 
a chance to settle m at the 11 m. Based test a to be 
read to the player 


Villainy at Night 

The night is chilly in Stumheim. and very lew 
people are on I hr street As you pass an alley, 
you hear the sounds td sculllmg and a gasping 
plea tor help Turning to the sound, you see 
three dark shapes beating upon a fourth shape. 

A dagger Made Hashes briefly 

I 1 

Three hngands are ambushing Pool The assail¬ 
ants have their hacks turned to the IX. Il the It 
wishes to call for the militia, they will arrive in 2d4 
rounds The brigands are not willing to engage in 
oenhai so they will attempt to knock out the IX' 
and lire should the IX inlrrvrnr The brigands 
have the stone sword, and will escape over ihr 
siockodr wall to where they have three mounts 
hidden and nde back to the brigand camp 

Should the brigands make their me ape with the 
.word they will lake it back to the camp and wait 
lor Valdar. I heir bos. who will follow them .1 day 
later 

II any id the brigands are caplured. they will 
reduce to talk and Valdai will lake custody of them 
1 releasing them several hours later). One brigand 
ha* a rug* on him Meet the old man in the Old 
Airy take his key and kill him leave town over 
the east wall arran g ements have been made Go 
h»k to iamp and wait tor me The I eoder The 
ntde is m the same handwriting and paper as the 
Me in Pool s tu*usr telling him to COtlir to the oi¬ 
ler The odds at I he IX getting a brigand with the 
nc4e n a base MV with a cumulative ♦ 10 % bo 
ms for each extra brigand captured 

Toot .. dy ing, and no healmg wil help him II 
IF* IX check* on him. Pool will gasp out. My 
house papers. Sword . .is key . Forsaken 
Rood through hills south at dragon ..fortune.. 
A*, tell HI...", then d*. 

roof% How 

II the PC goes 10 Pool s house alter the murder, 
he will fmd 1 * mu« b as earlier described, except that 
a pair cd brigands or* alto sorting through H. look¬ 
ing lor any more clues the old man possibly had. 
The hngands will dash hnrily with the PC trying 
their best to escape. 





The Forsaken RoAd 

Thr road that leads rvorthrast out of Sturnhnm is a 
Mil. winding affair, overgrown with »«il» Many 
of I hr stonrs used lo JUVr thr rujJ are either pne 
in are tumbled about at odd angles Encounters are 
rolled lor once per hour. 

Mid Challenge 

About 75 yards up ahead a mounted figure 
blocks the road. The ligure n dressed in lull 
Itrld plate armor me ludeng a shield and a ureal 
< helm lather the armor » orange-red. or a n 
I < overed in rust The warrior holds a lance 
pointed skyward, a small tattered Mur pennant 
hanging limply Irom thr point 

The horse, a bony old nag. appears weighted 
down by random dabs of rusted plate Hard** 

A voter ol obvious great age gasps Halt' It 
passage on this road you seek then duel we 
must till one is weal' 

The bad port is Sir Nycklm ol Roth a 7Ckyear 
old lavalirr who has gone mad Nyckkw is one ot 
the right adventurers who lailrsl to Imd the town* 
tn-asur* 40 years ago As may be guested Nyiklos 
is the party member who went mune and left the 
village In disgrace 

For the past 40 years Nvcklos has been living m 
the hills, keeping himselt alive by hunting iM pirn 
til ol game, and guarding thr road. Thr brigands 
know ol his presence and can easily avoid him 
Valdar also knows of Nyikkw esislmcr. but has 
not made the connection 

Nycklm favorite campsite lies a quarter mile to 
the north There a small cave M-udr a uream 
selves as Nycklm home The aira shows signs id 
many cooking lire* The <avr contains a bedroll 
oil lamp, cooking and rating equipment two 
joust ing lances, two short bows 12 arrows and a 
wooiirn llutr 

Beyond the camp o an area of Hat ground e0 
yards long 10 yards unde brsre trsl Irngthwo*by a 
low wall id slones At one end. there are a'*n two 
crude archery targets 

In older lor the l*C to pass, hr must tout! with 
Nycklos II the PC has no horse hr mas either par- 
tkipatr in an archrry .ontrsi or a loot list See 


PHBRI pp go M tor drilled rules on tousling 
Note that it o nut necessary lo beat Nycklos. 
lust light him It the PC acted honorably- Nycklm 
will alow him by. It the It »Innate. Nycklm will 
refuse to light and allow her to pass It the PC 
wxnehow manages to brat Nyiklos. he will <dlrr 
his services as a bodyguard, 

Kegaidlrsi ot thr outcome Nycklos will otln 
thr PC the hovpctality id his camp P( s who con¬ 
tribute to the least with wmr and or other food 
will hr warmly welcomed 

Nyckkw has never slopped blaming himselt lor 
tailing to Imd the caravan He is obsessed with 
-ial •-> amervb and hr sees his r« ile as part id his 

II Nycklos is questioned politely he will teve.il 
the loHowing Ml by Mt 

• Whatever took the treasure Irom the caravan 40 
years ago was definitely not humanoid 

• Ko.it thr warrior was an evil man. 

• A stone sword was lound by the parly 40 years 
ago but its I unction was never ascrrtamrd 

• Halt th. party was wiped out by a red dragon 
Ny« slew n sure that they wounded it. hut he has 
no hard proof The old mayor made them swear 
not to do. low the presrncr ol the dragon lor 
leaf of causing the village to panic, 

• Nyiklos believes that lor the last 40 years laer 
in have Men secretly stealing Ms possession* 
and replacing them with r*ai I replicas 

Nvcklos is a psys hotec old man Du ling his luc id 
moments hr is Mavr resourceful good company, 
and chivalrous It he goes along with the PC he 
may prove more of a drawbac k than a help 
NickJos is based on the cavalier lighter kit in 
PHBKl. pp 22-24 

Nycklos: AC 0; MV 6 H hp70, THAC0 13 4 AT 
2 Dmg by weapon At LG. SA Immune to lear. 

♦ 2 to Hit with lance ♦ 1 to hit with longsword 

• 1 lo Ml with horseman* macc. ♦ 4 bonus to 
saves vs mind attn ting magic Str 10 Pe* 7. 
Con 10. in! 14 Wi* 14. Cha 9. ML 20. 

Wnpon Prcdicienon Longsword specialization, 
medium lame horsemans mace, d.iggn. short 
bow. broadsword. 

Nonweapon Prof n irnc er% land bated ruling 17 

etiquette®, cooking 14. hunting 13. survival 13. 






From Village To Tower 




lire building 13, wrathei wnsr II. heraldry 14 
fishing 13, inuucjl WIIMll l l. flute© 
Equipment Full plair armor and durld oral 
halm, lanx.ut.rd •; *.l n enefcanfed or 
*l«*H-u»r*rg I'etilurn. medium laner bnsirn 
down old medium warhorsr 

The Signpost 

The hill* ahead *eem to be getting progrr%*.ve*y 
J smaller. Urrtehing rastwaid into a rolling plain 
One hundred yard* ahead lie* a runout nxk 
formation | 

A ll'tlmlni distance to ©0 Irel and making an 
Intelligence or Wisdom roll whichever it hcghrr> 
•an -*• that the formation vaguely mrmMn a 
large dragon. it* head pointing south The forma 
lion i» a mere 3 feet I torn the north twlr of I h* road 
When the PC pa**r* within 10 leet the loema 
lion he hear* a growling gurglmg none comm* 
from behind the rock* Should the PC mvrVigalr 
read the tuRowm* to the player 

behind thr rock* k a muscular. stocky man *nth 
short bristly black hau ilail in a iJlby tuntr fie 
t* ration a squired Several other squirrels lie drad 
at hi* leet A hrauWul gold nwklacr sparkle* 
brightly around hw rw» Ihe man look* at iou , 
with Irral red rye* and snort* clutching hi* hall 
| eaten squirrel protectively to hr* breatl and 
crouching m a imse manner a* # ready to sf*m* 

The "man" I* a wereboar by the name of Ahrnr 
f le I* new to the arra Ahrnr will not attac» unlr** 
the PC tne* to take Ahrne * squirrel* or gold neck 
lac e away If the IX offer* food. Ahmr *nat. he* U 
greedily without thank* It the IX offer* win*. he 
has Ahrne a* a friend for life 

Ahrnr will allow the IX to view the necklace 
but he will not take it off and he will he ready to 
*la»h at the IX at the tir*t tagn of inckrrv If the IX 
or one of hr* hirelings has the Appraisal ptcdickft- 
c y. lie will line! out that the net klacr « value i» 2 000 
K|i There is a gold medallion on thr necklace 
which rrad* "Stuenheim ( aravan Compan* and 
n dated 4© year* ago 

If Ahrne i* asked about how or where he got the 
necklace, he wdl say that hr tound it several day* 


»). 'near a *lonr man with empty hand* Hr will 
take tfw IX to the location provided the IX' feed* 
him three meals a day uipplie* him with a weap¬ 
on. and give* him a than- of any further loot 
found Interrogation n always an option, but 
Ahrnr .an t give *pvc the instruction*or dun turn*, 
saying 'I know the path when I see rt.” 

Strapped on Ahmr » hat k i« a tound *tonr disk 2 
feet in diameter Thr* n hi* armor, so he says, and 
he found it do*r hy the necklace However hr will 
not vtJuniecr tho ml .venation unbidden. It i* a 
stone shield used in (MuMtHm with the stone 
•word to open thr tower door 

Ahmr I* rude COtfle disgusting, and greedy. 
On ihe ofhrt hand he know* the arra and i» easily 
wnprrvwd by well made armor and weapon* As 
long as a IX desrs ml uwull or abuse Ahmr anil 
keeps fum Hd and or supplied with wine, the IX 

Ahmr Ike Wrteboar At 4 MV 15 HD5*2 hp22; 
THACO IS #AI I I hug 2 12. Al N: SO Silver 
nr ♦ I or better -ripe tohcl: Ml 13; XP ©SO 


The* Door 

After all id your traveling through the rough 
hill, you finally tiMise upon a greal stone iktor 
»t tnio an especially craggy hillside. Loom 
rock* and rubble air strewn about Ihe ground 
around the door A We sued statue of an ar¬ 
mored man i* to thr right of thr door, with it* 
hack set axamst thr hillside wall The statue* 
right arm is upraised over it* head, its right 
hand gf j*pmg empty au Ihe statue % left arm i* 
lifted to gs eye-level with the left forearm held 
in* at if it bore an invisible shield 


The door ha* no keyhole no handle The How 
•word that Pool tound age* ago mu« be titled onto 
the right hand and a stone shield must hr fitted on 
the left lorearm So amount of loekpiekcng. l>pen 
Door* rolh or mag* will open the door The stone 
kry*' are nreded 

It the IX missed the stone shield and the DM 
w>*hr* to F* men it ul. he may allow a resourceful 
PC' to place a normal shirld on the statues left arm 
and 1*4 that wort Thr stone sword however, is 
absolutely event vai 1 




Ihe tower (ompki i* the mlini pUr ui the lou 
i.ir.iv.in trraiu'r Forty live yroi* ift' a trmalr 
red dragon brou*hl together an unlikely band a* 
robber* whuh comwtrd til Winer. I m*islrr har 
pi*"' wyvern* nuNmim and RnTtom They 
would swoop down on travelers ol the old 
Sturnheim Road (More u bndmr known ** tbr 
Forsaken Roddi lilt them bodily into the «•> dnd 
lly oil to the abandoned tower in the rouieh hdl» 
As d rule, the robbery were i arrlul not to take 
loo muih vi a* not to ware away potential trav 
rler* Fvm .it thr scene o* the rohbmr* the dir a 
was puked* Iran ol any traces ol a viruwle and no 
Victum were allowed to survive 

A i oil my ol wrrerols atfroctnl by the n+ber* 
•dM^IK willed down dimtly untirr the tower 
Ihry were happy to lire otl the morw4ee\ Ik* vim 
and they did an cwrllmt job ol nre bra* doc.-semi 
Forty year* a ( o when the hujte >ara«an depart 
oil Imm Sturnheim and the red dragon vnriled all 
that gold *hr knew she could n.i pa»« it up 

IVspilr local aiwwp and speculation the tara 
van » yuanli nave a pretty lair account id them 
WlVM -layinK most ol the yany. maMnum and 
harper* 

When I’ikiI * r«jiedition iame to the mountain % 
varihinx lor the low caravan, they loti *ave a 
It pod account ol themselves belter than anyone m 
Sturnheim *ui"«d When the duct tirartd only 
tin red drauon rem.i >nl ctandiny ai*l even lh«' 
yhe wa« mortally wounded Ihe only other tied 
tutry that remained were the olKpeint; cW the 
winded robbery Irlt hat k at thru irvpective Lur* 
With no uronc leader anymore the youn* could 
not malth live .buttons *uttryy anti eath ipnIr* 
drilled away from the other and lived *» In* in its 
own way. 

Gaining Entry 

Once the keys are lilted onto the statue read 
thr lollowinK to the player 

| 1 ■ -- " " I 

i With thr sound ol grating stone thr vast docK 
1 slides open to reveal a lone tunnri heading deep 
[ inlet thr he art of thr Ml 

It the IX enters continue by reading thr hdkm 
mg to thr player 


It c% apparent from thr mcwt casual observation 
that this tun net has not been used in years. 
R«c»wn imth and rinds < rat k through thr re* V 
and cobwebs hang from thr ceiling. Your loot- 
Urp% ft ho loudly down thr funnel announcing 
your arrival vvhrthrr you like it or not. 

The walk arr decorated with faded paintings 
of various wtngrd forms attacking human trav 
rlcrs A hugr ml dragon ligurrs prominently in 
their (umtiiyp a» ik- R a iiviftll 

% a»iry Thr draw mgs arr rarhrr rrudr. with vvry 
Mtlr art ist m mrvit 

At thr ctvd cd thr tunnri stands a portcullis 


le¬ 

hr 


I hr portcullis is rusted shut with no keys 
sets handy A Hmd Ran lilt Gales roll 
ncedtd to open a 

Ihir to an abundance is# rocks and rubble he 
portcullis thc-rr n not much lo mm- Imm 
'% vantage point. 


The Courtyard 

Making ymji way around the rubble, you teak 
•ou are standing at thr bottom ol a 
shaped depression with c raggy hills on all 
In thr crwtrr c4 this area thr shattered. 
bla> krtuvl rrmjim ol a stone lower stand Itef ore 
you fudging by thr amount o| ruhhlr at its ba¬ 
se . cl was cm* r very tail Now all that remains is 
perhaps one story worth c4 building. It appears 
that thr lower was ruinrd by a vjst gout ol 


likely source- of Ihe llanses lies hr 
a hugr red dragon. stretched out 
I cal. stares at you 


Thr 


What thr PC does not know is that the dragon is 
lust thr drml carcass of one of thr great leasts. 
This dragon was responsible tor thr destruction of 
half I’oot % party and the ruining of the caravan 
When Foot s party fought it one adventurer got a 
lucks shc»t at thr beast and delivered a mortal 
wound which cauad complications several weeks 
lafrr killing thr beast 

The great dragon has hern reduced to a hollow 
cvrpm that has btvn remarkably well-preserved by 
csf irrmUinr that use the carcass as a sec 





ondary lair Thr tail and hind nuarters nl the *k« 
on. a* well os mml ol its inswlrv have been eaten 
away. allhouKh this is nnl immediately obvious 
ilur Ik the cover provided by thr nibble A pack ol 
Kianl nil. allies ol the trrmlamr also dwell in the 
tart a*« 

The carcass has a w(o«« vndr hole which 
le.uk In I hr lermlame s underground main lair 
If it is night and Ihr PC is wanderins in ihrs area 
cither alone or with only i>ne ally ihr wrmUinr 
will swarm out ol ihr dr axons mouth and aliatl 
prrlrrahly while ihr intruders hacks are turned A 
parly til I beer or more adventurers will he loo 
much lor the cowardly creatures lo hanefle How 
. . .1 they will I olio w the iniruders and wail lo* an 
opportunity lo attack 

A searth through the rocks anJ rubNe rrseah 
one ol Ihr lollowinx per searcher per lum ol 
watching fath Hem can be lognd only once 

• A rusly JutU ♦J 

• A battered bastard sword fro.r brand 

• A loilmt Irather purse with lour 100-gp rmet- 
aids 

• A rolling purse with JO pp 

• A 25 xp olvet ingot 

• A |M bfOOdl with a mounted ruby *a brooch 
i>f dnWilmx) 

• A ftn* of u'l.-a'ifry (1st level speOsI 

• A silver bsttrJi air * ' 

• An .del l'ron/r seal ol authooty hearing thr 
mark ol Slurnhetm 

• A very old human skull, i racked open by some- 
ihmx obviously very blx 

PM* should allow the Items rm«u usrlul lo the 
PC to he lound hrsl. 

The rest ol the area has numerous animal bone-s 
strewn about 

When attacking. the rermlainr will primarily usr 
their Mack lacks in an artempt to pummel their vic¬ 
tim into unconsciousness PMs should use thr 
rules lor hypassinx armor and sapping from 
I’MBKI. pp b5 and 72 respectively !» the lermlame 
del cat the PC. they will strip him tie him up anJ 
leave him to thr meriv ol wandering beasts 

I 1 hi in la i ne were attracted to thteare* by the 
number ol rats and wererais dwelling here The 
bane-midges do not know where the dragon -*pt 
its treasure. 


Ironlaiiw 112< AC 7 MV 15: HP 3 h P THACO 20: 
#AT I Pmx 1-2 or 1-4 L NE. SP Detest invts. 
Me sdmtlv moving creatures 50"V. 751 unde 
testable 4 listened or watched lor. Makes all 
saves as 4 HP creatures; Ml 12: XP 15 

Thr rats dwell m the carc av. and are allied with 
the (rrmlaire They will attack only II thr |erm- 
lamr do II a It or ally can speak with animals, 
the rats will tell him that more giant rats live 
around here but those belong to the man rats who 
live underground 

Gsant Rats '4R AC 7: MV 12. Sw 6: HP 2 hp; 
THACO 20 #AT I Ibng I .» AI Nh SA Ihs 
ease- ML 7; XP 15. 

The Ruined Tower 

II anyone takes a • lose look at tier lower s con¬ 
struction and either makes a Stonrworkmg proll- 
on« \ check • / ■ j dwart of gnome and m.ikrs ■ 
Wisdom or Irtrlligrncr check, they will notice lhat 
the t.mer appears In have lum set rather hapha/ 
ardly on this plot ol ground almost as X it had 
been slammed into the earth by a large hand. 

What in I ait happened was that the ted dragon, 
.n >hr last days c4 its life ruined much ol the tower 
then lx ted up and put as«ie the intac I remains Thr 
dragon then dug a deep hole lor its treasure, 
poured thr loot into the hole then rrplai rd the 
tower atop X slamming it down as thr last ot its 
»ilength rbbesl away I’nlcsrtunately thr dragon 
dropped the treasure right into the wererais' laps. 

The odor ol cXlal assails your m*sr as you ap- 
ptoach the open doorway to thr timer, the door 
having been Masted cXI its hinges king ago. Rus¬ 
tling noises like thr wings ol pigeon* echo 
I from the dark portal. _j 

A pax cX harpies lists m the ruined lower. The 
tower cr .1 in* not visible from thr outside is part i- 
aOy collapsed giving thr harpirs an acnal escape 
Hatch The floor is covered in tilth «* inches deep. 

The two harpies are swteis ottspeing ol the* rob¬ 
ber gang harpies They still remember those days, 
and .1 somehow interrogated they will hr ax about 
their parent s success. 




ordurv A i% lnicfl«*mcc check will rrvcal that there 
i% nunr filth hrrr than can hr accounted lor by on¬ 
ly the harpies overhead Lying just a few inches un- 
drr thr surlacr is an otyugh The hrasl lives here, 
havm* an arrangement with thr colony of wrrr- 
rats which live down here The wrrerats use this 
place as their waste disposal A 5-foot high tunnel 
leach into thr subterranean areas that mark the 
were rat ten gory 


lomUtiw 12 • i AC 7 MV 15 HO 3 hp THACO 
20 tM I. Pm* 1-2 or 1-4 Al NE: SO Detect 
invml* wlcntlv nwvinn iiMlyio W*, 73% 
undrtectabie il listened of watched lor. make* 
all saves as 4 HP c feature Ml 12 XI* 15 


The pit is 00 leet drep and 5 ini wide. lor pur¬ 
poses ol climbing. the surface condition h Slightly 
slippery and Hough ( -25 penalte to Climb Will* 
'/«climbing rate!. 

Tsventy feel down the p*t i* a How h«»h tunnrl 
branching out Tbi* i* the lermla.ne turnel which 
load* lo ibcir lau A PC’ mak ing j lot o4 nun* while 
climbing I hammering in pdons etc.) will attract 
ihr termlames attention. who will rot thr PCs 
rope* or attempt to make the PC lose hi* gnp on 
Ihr wall 

The bottom ol the pit i* moot earth, covered in 


The harpies did not want lo stay in thes little val¬ 
ley. but every time they attempted lo tly nut. a 
nearby wyvern chased them in hope* ol a quick 
meal Now thr Mslrrs are trapped here living ett 
small name and the occasional reck lew irrmlaioe 
I bi% lorird living arrangement has not dorr much 
lor their temperament Ironically the wyvern only 
visits this area lour times each day and lout time* 
each night. but the harpir* ate too cowardly to 
lake a chance. 

II the harpies manage lo charm the PC rathrr 
than rating him they will send the PC oil to kdl 
the wyvern or die Hying The only treasure to h 
found is a handtul ( 20 ) n! gold coins with thr 
Sluinheim mint mark on them, all dated at least 41 
years ago The harpies keep the coins in an old 
battered helm 

Thr only rntrancr to the kiwrr areas is lovrred 
in the harpies tilth h*r the benefit ol drm.human 
PC* this rntrancr can lie treated as a concealed 
door, stonework pit or unsale lloor II all ehe 
tails an Intelligence or Wisdom check will reveal 
the pit entrance 


Harpers .2* AC 7 MV o H |5<C> HD 7 hp 2* 
IHAC0 13 4AT 3 Dmg 13 1-J/ld AL Cl 
SA Singing and c harm MU 13 XP I 40) 


The PH 


Otyugfc AC 3 MV o HD © hp 3© MI 3. Dmg 
Id Id 2-5; Al N SAC-tab. disease SDNevrr 
surprised. Ml 14; XI* ©50 


JermUlne lair 

The only access Ki th«* lair short nt shrinking one- 
-M. is the horuontal shaft that tranches out liom the 
p* ursirr thr harjws lair The tunnel twists anil turns 
lor 20) ten antJ g ends al a weirs d four small. 0 
mrh h«h tunnel* This n tier brymning <4 thr term 


Il a PC aitually managr* to get into thr tunnels, 
the lair ha* 12 irrmlair- plu* however many were 
able to esc ape (torn the rnc ounlrt in thr Jrad drag- 
nn on the surf ac e 

The primlainc treasure consets cd 020 %p. a blac k 
pearl worth 500 gp a potion of lonyrisfy. and a 


llrneath sc oops of lilth. then large filth-covered 
rocks, lies a pci as wide as an ell is high It ap¬ 
pears that someone or something has Keen at 
work smoothing out the psl sidrs Props ol dn- 

e mg oom that lall into the pel travel quite a 
! while before making a "splat ‘ none 






r 


Chapter IV 


[ 


Wcrerat Lair 

There are 10 werwals dwelling in this Lair They 
have packed 4»n the dragons treasure lew then 
own benefit Recently. a team of durTgar broke in¬ 
to ll«e tunnels These evil dwarves learned af*mi 
the treasure and are now in the proses* ol slowly 
taking over the wererat dens 
The only reason that the wererats ha** not wiser 
run away I mm the powerful dwarves n the pees 
encr >4 the red ilraxons heart whah the wererats 
remove*! and placed in a special chamber as an ob 
(ret id worship Perhaps the cave » responsible, 
perhaps the wererats faith is but. svhatever the 
reason the heart 1* now magical It otlro li:» the 
wererats with bravery and (refcng* ot rnmnoKlity 
I he only thin* the wererats need now m breed 
my. Mock DMs can decide not how tar to pursue 
this in then games I he wererats may attempt to 
capture the It and hi* allies lor mains* purp.wes 
The two barricades cl. winy oil arv.i* .4 the«.>m 
pies that the durrgar have taken over arr made up 
<4 loose stone and rubble and arr always guanlrd 
by two wererats and two Riant rats II daergar at¬ 
tempt to break through the wererats sound an 
alarm a very distinctive high pitched squeal 
There ts a 10% chance per hour <4 a durryar raid 
All ol the wererats carry short swords and dag 

»W»- 

li Rat Urns 

Hath *tl these rough chambers has 12 common 
rats and a stronji stench When a nonwererai en 
lets, they chatter loudly as a wamm* 

Rat* <121: AC 7: MV 15 HDlhp THACO 20 «AT 
I l»m K 1 Al N; SA disease. Ml J. XP 7 

2) C ontmunal Area 

Thi* rough chamber is htterrd with bones c4 
small animals and humans There are skulls and 
linger bones danglinx irom the crilmx a> 4 in 
lire oral ion 

I - ■ ■ J 

This is the communal area o» the svereral* The 
bones are ol duergar origin, as this is where most 
of the pack rat There is a e0% chance <4 encotm 
tennx Id3 wererats. and an additional *01 chance 
of encountering ld4 want rats in this chamber 


Wreraiv AC o MV 12 HD 3* I; hp 15 THACO 
17 #AT 1 Png by weapon Al It; SA Sur¬ 
prise. SO Hit only by silver or ♦ 1 or belter 
wrajsm* ML 12: XP 270. 

(•cant Rats: AC 7 MV 12. Sw e HD3hp THACO 
20 #AT I Dm* 13. Al NT SA Dtorase. Ml 7. 
XP IS 



All *4 lbs bedding Is made op i4 onir beautiful 
tapes!no %dk and other rate cloths, which are ru 
ired beyond salvaging Other oh|e*ts in this room 
are acra*knj va*e dormer value 5.C*J0gpi. a pew 
ter buckler <S00 XT' *'*ur dented golden goblet* <50 
§pea » and a replica *4 Sturnheim* OfBcUI *•••! 
made <4 gold and decorated wrth aquamarines 
(10 000 *p l 

Wererats Pit AC •. MV 12 HD 3*1 15) 

THACO 17. #AI l:Dmgby weapon; Al.IE.SA 
Surpnw SO Hit only by ulvrt or ♦ 1 or letter 
ML 12; XI’ 270. 


Area 

This chamber is used as a sleeping area as evi- 
Jetsced by the wadded maws i4 bedding scat¬ 
tered about the floor A canopy propped up hy 
two wooden poles acts as a rest mg area lor three 
large ssmrats who angrily advance al you 

This sleeping area is much the same as 3A. with 
thr Mlowmg rscrption* The campy is a sltref of 
ona/lnes. The room also ha* a chessboard made 
•4 ivory and obsidian <500 gp). a broken Immre 
Lamp, a silver cotter (150 gpi and erne velvet-lined 
One wererat wears a ring of bee urtio'i in his 
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film hulling. one |.ir ol Kroghfom • Omtmml. 
and a scroll of protection fr. m u rJ.aJ 
Hndrr the c arprt I in a Ira p door Thu door give* 
astes* lo what remains ot the treasure at Ihr loti 
caravan The treasure conwl« o4 25 752 *p. 
42.097 »p, 12 diamond* worth 1 000 U> each a 
sack ol 50 pearl* worth 50 gp each and 15 beetle* 
ol cvpensiv*. 50-year old brandy (rath bottle 
worth 200 Rpl. 

Oinodi AC 1; MV 12 HDS h P 35 TMAC0 le 
MT I; Dm* by weapon At II SA ‘iurpewe 
SD Hit only by *ilvef or • I or better weapon* 
Sir 16, IV* In Con 15. Int 13 Wi* IS Ou 12 
ML 16 XI* 1.000 

Weapon Proliciencie* TwoWeapoo Style loll. 

stiletto. Urn* tword mam gauche 
Equipment leottor armor *2 foil *2 SiUtto 
♦ I hoot* of tlriding anJ purvr w' 

75 pp. 

Unmtk AC 2 MV 12 HDSchpM IHAOl* 

#AT I; Dm* by weapon Al IF SA Surpcwe 
SD Hit only by diver or * I or better weapon* 
Str 15. Dev 18 Con 15. Int II Wi% 12 Chi IS 
ML 16 XI* I .MO. 

Weapon Pro!icier**r* Crossbow specialization 
ba*l.iid «word hand a«r dagger 
Equipment I.rat her armor fight rrowKnv of 
•pwf ♦!. /6 Mh ♦J 4 fcdte *2. hazard 
sword, dagger ot venom, ring of protntum ♦ I 
Hook of protection ♦ I. purie w/ 55 pp. 2 ru 
We* (500 xp 6*1- 


water which come* irom an under wound crack, i* 
cool and trrdi 

Al the bottom ot the pool lie* a water naga 
named Rapvsha She act* a* an adviver to the 
werrrat community and i* held in awe by the 
were)at* a* an uraile. 

RaKesha ha* a great amount ot curiosity. and 
would much rather talk In interesting people! than 
kail them 

There are three thing* that a PC may a*k of Ka 
KT-J>a The PC may ask Ka|re*tu lo let the PC paM 
.nmolmted attempt to tum Ra|ee*ha against the 
wererar* ot Convince Hax-esha to Run the I'L a* a 
henchman Each attrmp* requires a roll on the En- 
rountrr ReaclK>n table A Friendly revolt allow* 
the FK to paw. or tum* Rayrrsha against the were- 
rat*. or make* her H'ln the f\ Any Hostile result 
make* her attack the PC immediately. 

Attempts at either asking Ra|ersha to let the PC 
pas*, oe to have her Run the PC. are rolled on the 
Friendly column at a ♦ I penally An attempt lo 
make her tum actively aga'n»« the wrrerats is 
rolled on the Indifferent column at 43 penalty 

Kjwrchj has a lair at the bottom ol the pool, 
containing 20 pearh worth 50 KP each, a potion of 
note* hrrotkmg a potion of fire irualomt. and a 
dorU ♦ I (a St rusted and dented* 

Raierdu the Water Naga: AL 5 MV 9, Sw IP III) 

7 h P 40 THAC0 I) «AT 1; Dm* 1-4. Al N 

SA Spell abilities a* a 5th level wizard Ml II; 

XP3 000 

IO Heart Chamber 


51 Pool tavern 

This huge chamber Ka cave formation taken up 
mostly by a huge pool ol water The wall* and 
ceibn* are rough stone and the ground is sand. 
An evlrrmely narrow ledge rum Irom the east 
shore to the far wiuthern end ol the caw. where 
a pair of carved stone stair* lead up lo two dark 
opening* 

This cave chamber is the werrrat* source c4 wa 
ter. and the occasional Iresh water lish to supple 
ment their diet. 

From the shore the pool* bottom dope* tsmth 
lor about 2 lert. then plunge* down 40 levt. The 


The entire chamber i* ablaze m a liery red light, 
which emanate* Irom a lleshy heart 6 leet in di 
a meter Thr heart rests atop an oMon* maible 
•lab Surrounding the hearl are small carved It* 
ure* Even thr air seem* to be c haiged with en¬ 
ergy and even though the heart does not move, 
you hear a heartbeat pounding in your head 


Onvvl and the rest ot the wrretatv did a very, 
very stupid thing The slab is not an altar, but a 
sarcophagus belonging to an archmagr who origi¬ 
nally dwelled in the tower above Ibis burial 
ihamhrr n thr only subterranean room ol the tow¬ 
er which ha* survived the ravages of time 
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The archmagr sought lichdom Nil the lonttula 
dill not work J» expected Instead ihr wizards 
bi*dv collapsed into dusl. while hi* liir lour and 
v>mr «»• hri odd magK slaved in Ihr vicinity 
Th* iwi* most prolound rtleets «d hi* attempt arr 
ihe unusual preservation id ihr red dragon corpse 
j| Ihr base ot Ihr UMf and ihr enchantment and 
preservation id ihr dragon * heart resting jlop ih« 
lomb A lesser meet has brm ihr nln—h dot* 
lr.HiUrirmr.il Ihr tvi/ar.l* lilr Ion r into ihr near 
e%l drad body ol sigruluant size namely ihr rrd 
dragon 

A* lor Ihr hrarl. akhemist* arr always ua ihr 
lookout lor dragon part* especially brains and 
hrarl* II ihr l*C dn idr* lo krrp a unail pari at ihr 
dragon lor hirmrlt. I real it a* an amulrf which pro 
M It Ihr wrarrr Irom lra« %prll» lor one sear allrr 
which il rot* and disintegrates 

Thr hgum arouml ihr hrarl at* 32 ihe** pwtr* 
made id rbony and Ivory, worth a lolal ot olO gp 
They were pla.nl ihrrr lor decorative purposes 
only and havr m» magical properties 
It* who llltl wish lo destroy ihr hrart tan <k« 
vi. No In-net It* arr gained and ihr tsvrerat* will 
low lheir nerve allowing ihr duergar lo easily 
overrun Ihe lyianthmprs within .** • 2 dl 2 h-mr* 

I he exit Irom ihe wereraf* secret escape tunnel 
i. . Irvrrly hidden With In. we houklrr* and .-ihct 
•uchdrhm A well hidden trail snake* down to ihe 
area where ihe large tunnel through ihe hills ends 

The Duergar Sector 

The invading duergar have taken over about a 
lillh .d the werrtal*' c«.mplr* Unlike the wvrrrals 
Ihe duergar enthusiasm ally patrol the corridor* 
they have captured Patrols arr me nunirml m a I 
2 on Ido: chnkt are made every round spent in ihe 
corridor* A typ«al duergar patrol romni. id tsvo 
.lullgar on Under* Ihe duergar are l.r.xunjs and 
will attack outright anything lha! n not a duergar 
Nonduergar .illrmpling tordr j ttevclrr muu make 
a Land-bawd riding check al - 4 penally 

Duergar (2c AC t MV0: HD2 *4 hp 14 THACO 
IP IAT I; Dmg by weapon AL If SA Oppo¬ 
nents gel a ~2 penalty on surprise, duergar get 
a ♦ 2 bonus on surprise: SD * 4 bonus on saves 
v* magic immune lo paralysis and phantasm 


Jluswms and powon* Ml 13: XI’650 
Equipment Chain armor and shield, light cross¬ 
bow and 24 bolls pci 

Stredrr* i2t AC 4 MV 12 HD 4 h P 24: THACO 17; 
4 AT I. I'mg 14 Al N SA Int sink lo v.imi 
50 *". rhancr-requires a success! ul attack bul vk 
lim is inaifd a* AC 10 m*nu» IV* and maggal 
Kmusrs SP Leap Ml 11: XT 120 

71 Duergar Assem b ly Area 

Thr ihandvr is dimly III wilh |dio«phore*iml 
lungus The air smells .d mold and dirl mingled 
with Ihr sweal id bodies ami the oil ol wra|H.ns 
A number «d small, dwart wed shape, rive up 
lo lair you weapon* gleaming in ihr low light 

This . harsher i» used at a Uagmg area lor ihr 
duergar and a guard |*<*U l«»i keeping an eye on ihr 
slaves m the chamber beyond Four iluergar are 
louftd here at all lime* 

Hevdr* Ihr duergar there arr eight short Uool*. 
a crvdr km table trvrral prlt her* id ale made 
Irom lungus and planer* cd meal whose origin is 
best nor sprsulatesl alwul 

DMpr(ttAC4 MV* HD2*4 hp!4 THACO 
IP *AT I On* by weapon Al IB; SA Oppo- 
nent* get a -2 penally on surprwe. durrgai gel 
a • : h-iu. on surprise SD ♦ 4 bonus on save* 
v» mago immune lo paralysis and phantasm ' 
illusion. and pttsom ML 13 XT 630 
Tcuifersenl Cham arm.*r and shield, light cross¬ 
bow and 24 bolts p.k, 

Duergar Captain lid AC 2. MV t» HD 4 *t» (F4lj 
hp Jr THACO 16: PAT 1 Dmg by weapon. AL 
If SA Opp . snrnl* *rl a -2 penally on seir 
prtse duergar gel a *2 bonus on surprise. SD 
» 4 bonus on saves vs. magic, immune lo paral¬ 
ysis and phantasm dluslims and |nmons: ML 
IS XP *>50 

Etpiipmrnt Plate arm.* and shield hammer, short 
sword, brooch of shvUm; 
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The stink ol unwashed bodies avails your now 
and the sound ol ruuhn* chain, and groan* till 
your ears. Huddled in the dim torchbgh' are 
thtre humanoid forms. c hainvd to the rough ca 


There t* steady air current coming Irom within 
this chamber. It carnes w*h it thr odor id 
dwarves and animal. There arc several short 
human shape, in the chamber 

vern wall 

OfH* thr PC* make an attempt to enlet the 


I hii chamber n used by the duergar «*» ihe 
.laves thrv require I.. clean up drbri. arvl remove 
rock dule. I hr .lave. are in relatively good dvapr 
vint •• they amvrd hrrr a mere t><> week. ago 
( hrrry t» a halllmg thirl «vh«> wa* 
ing by I hr durrgar. Cheery enjoys the | 
lull tannot hear to wori. thu. hr turn» la thmery 
Clock IV a nasty liltlr K"Win who wa» c apturrd 
in a duniiar battle AH hr want* i* In get out He 
w ill ntit want to br a IX. henchman though he wtH 
ally hrnwrll with thr IX unld the danger i* past 
(Juana i» a letnalr drow warrior Srunrungly 
braulilul proud and aloof dw will nevertheless 
ally hrrti-ll with the IX in order to *e* urr her tree 
dam She will even give her word that *he *% ill be a 
loyal ally lor a* Ion* a* the duergar threat r» 
prevent in the comple. (Juarra i* a pragma!* sort 

t hcrtadoc (CHeeryl Bu*.lin*.rv AC t MV t I 4 
KpIfl lllACOlO #AI I Pmgbyweapm Al 
CG PP 35% OL 42%. k kl 451 MS 43% 
HS 15% DN2S% CW7*% R! 20% SASur 
pine hacks! ab double damage Sir 6 IV. IP 
Con IS Ini II Wit 7. Cha 12 Ml 10 
Weapon Prulii wmie. I'agger *hort .word din* 
Nonweapon Proficiencies Appraising 14 conking 
14. gam.ng 12 healing 3 

(.rook thr Goblin. AC 10 MV • IID I I bp 7 
THACO 20: #AI I. Dmg by weapon Al ll 
Ml 10 XP 13 

guana Zolornl: AC 6 MV 12. HD 3 'T3i h P 23 
THACO 18: #AT I. Dm* by weapon Al CE 
SI) » 2 bonus on surprise roll, may uu dent 
mg light*' /ame frrr. and darkne-* each once 
per day MR 36%. *2heu»i*umn mag 
ic Sir 1* Dr. 16. Con 12 Int IS. Ws 14 Cha 
16 ML IS: XP 650 


the « 

grab then 

y A 

tie 


to thr player: 


the halt-dozen duergar *j*>4 
uvl thargr you. yell 
id large spiders lay Irthried 


Thr. room wa. the area of the wererat comple* 
where thr duergar broke through The dark, 
dwarves now ue it a. a dagmg area lor new arnv 
«k* The mm coMatn. nothing ol valur lu.t.ilrw 
bedroll, and flask. ol tungu. ale 

The lt.ur «pidrr» are Ueedrr*. and will not he 
part of thr mrlre agairwt thr IX. unlr.. a duergat 
manage. •«* untrtker them 
The southwest comeT ol ihe room leatiire. a tun¬ 
nel entry-wav ® Iret in diameter Thr* tunnel Irail* 
downward a* a .harp angle and •» the mean, ol 
; thr duergar'. homeland* 
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M46 AC 4 MV 6 HD 2 * 4 hp 14 THACO 
#AT I Dm* by weapon Al II SAOppo- 
»get a - 2 penally on surprise. duergar gel 
« 2 hem on >ufprwr SD ♦ 4 bonu. on um 
vs mag*, immune to patalytu. and phantasm ■ 
dluuon. and pmsnn. Ml Ui XP 650 
•omdm<4- A( « MV 12 MP4 b r 24 IMAd'IV 
6AT I Pn« 1« Al N. SA Frrt slick to victim 
30% iliac enquire* a succesalul attack but vic¬ 
tim i* treated a. AC 10 minus Dr* and magn.il 
. SDlrap Ml 11 XP 120. 


I» The T 


The tunnrl i* quiet 
clink A 
and wet rocks 


lor an occasional laint 
odor reminiscent ol 
soil hangs in the air. 


The duergar. irritated by the lack, ol a detnivc 
•setnry agairwt the wrrrrat. have captured an um¬ 
ber hulk and chained it to the tunnel floor. They 
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hupp lu w if iMimi I Sr werrral*. hul to* mm 
they keep il in thr tunnel ho as not lo have lo m>m 
about stating Imp it* evr* and v»h 

Unfortunately the duergar have K*dl> unJerrv 
I i mated this creature II ha* snapped otf ihe chains 
holding il* arm* and ha* bumwvexl .ml ihr uake 
that secured the chain* lo the solid rock Instead at 
cm aping however. ihe umber hulk Mail* here lis¬ 
tening lo ihe duergar plot hoping lo surprise it* 
Inimer * aptom a* well a* getting tome ot that irra 
sure which Ihe duergar seem to .nlrnl on having 
Thr umber hulk i* abo intrigued by ihe werrtal 
colony, ami virw* il a* a potential *ounr id load 
When ihr l*t lint <*r* the urrder hulk, the lir*t 
thing that will l«r api>aienl i* Ihr iham Allow the 
I'C lo make an Intclligrme or Wisdom Check 
whkbavm I* non favorable to ihr IX H ihe 
Check it successful. the PC notur* that ihe chain 
I*, Ml lull, nol attai hrd to ihe ground U Ihe these 
i* tailed, il *till appear* (hat ihe bra*l itthacklrd lo 
the tunnel IIiim Omr the PC get* ih-r rmigh 
Ihr hulk will attack. 

limber ll-lk: AC 2 . MVo.br l-n III)# ♦ If 4A 
THACOII #AT 3 Dmg 3d4 3d» I 10 AI Cl 
SA Conlutkon Ml I) «P 4 COO 


Duergar I ommamlrr 


Thtt«hamber ha* a unglr «hoti 
owlhearskin rug on ihr tl..>» and many dr* wa 
lion* on the wall* A tingle lanirrn with a red 
len* c a*i* a i nimon glow throughout ihe room, 
a glow supplemented by a bra/ier tilled with hot 
coal* lor warmth. 

A huge *pider *11* in one comer «*l the i 


, comfort of the bea*t A single . 

iurrMf ocrwpr* 

Ihe room and he n quite dkt 

plelwrd 4» ytntr 

present e 



Ibis it the duergar rhirl * room At icon a* ihe 
PC enler* Cirelat. il nol surprised Mow* a tdvrr 
whistle lhal he keeps around hi* nrck Tim signal 
brings ld4 duergar soldiers m l<M * 1 rounds The 
spnlrr also leap* up ami alia* k» »he mlruilrr 

If ihe chief i* inferrogaied all he will tay t* that 
he wa* given command ot ihi* expedition lo *e*k 
food jnd treasure. When hi* sows rnttllraled ihe 


werrtal* enmpb-t and overheard talk, of a dragon * 
hoard ihr duergar* course was dear They have 
Wren lighting the wrrrrats fur ihe past Iwo weeks. 

Thr room contain* a tapestry of Iwo knight* 
lighting a Hue dragon i worth 2.(XX) gpi. a com 
plet* «rt ot alaliasier spur umtamrr* (worth 1.000 
gpl a pair ot (bee carved lrv*m emeralds and filled 
with «old p-p* (worth M0 gpl. and a hiked iron 
chesi The chest is hlWd with 1.000 gp. all ot the 
comm betia>ing ihe mini mark of Slurnhelm iwo 
potion* of healing. a >i. rscinaw » more • l. and a 
—mmJ of baddy health 

t.rrkai wears a gold iham and pendant around 
hi* neck Thr pmdant i* dr* orated wilh lopa/es. 
emerald*, ruble* ami diamond* in a slarluirsl pat 
tern Ihe obgct n worth 10.000 gp and also 
dime* Hum Ihe i aravan « lost Irnvr 

t.rrkai D.aikhUde Duergar ( lorf: A< 2 MV (• 

HO 7 (I7l hp«9; THAC0 13; #AT I3mgby 
weapon Alt! SAOpp«<nenl%grl a - 2 penal 
ly on surprise Jungai ,<>» a 4 2 bonus on »ur 
prise SO ♦ 4 bonus on save* v% magic, 
immuis lo paraly*» and phantasm illusion* 
and poMMM ML IS XT'3.000 
tquipmrnt Hair armor and shield, thofl •»cord 
* 1 hammer +J. amulet of HOmUrlettian Jutl 
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When Ihr PC emery rs bum the wrrvrat Uif there 
»but raw Imal obstacle. Thespint of thearchmagr 
ha* taken over the remains of the rvd dragon and 
n quite angry Ihr last lew millennia were as mrrr 
nmutn lo ihr mage; the Iasi riling he remembers is 
his original dying hrralh Now. he awakens. lully 
sentient. «•>[*< tinx to be a lich. and instead he is 
trapped in Ihr body ol a hall eaten red dray on 
When the PC passes by ihe Ksjy read the fol¬ 
lowing lo Ihe player 


1 A l« hjiI M rjpiMK n«il%r tnmn Iro 

w behind v«u | 

as if j huicr bulk Wdi bnrv tlr*i 

Cgral along the 

| ground 



Give ihr IX a chance lo act then continue trading 
lo ihe player 


I hr ml dragon is slowly rising lUeyrl.Upi n 
lully cracking open Ihr taws open and a hoi 
low voice reclaims It worked” I am alive 
all veil I" The triumphant tone comes to an 
abrupt hall as lb* dragon holds up a withered 
»law and impel, it a look --i alarm creaking 
into ihr drai onian la< i.il Iraiures lls saw drops 
open in whal you would swear was ama/rmml 
Ahmptlv ihr dragon lums around and looks 
down Ihr length ol as l>ody hall ol which is 
long gone An unholy howl cranes from the 
gmt beast Noonoool Th* cannot t» Il was 
all planned CO well! Thieves' Assovum! Some 
ones responsible lor this! The dragon hah« Us 
tirade as il lums back and looks al you. a leer 
now crat kling onlo tls Iraiures 

Unfortunately lor Ihe archmagr his dragon 
lorrn has no brealh weapon no spells, and no spe 
cial abililies ol any kind Ihe anhmacr does not 
know this and will certainly waste the lirsl three 
rounds trying lo brealhe lire or cast spells 

There is a 30% likelihood eac h lor the term la me 
or Ihe rats to be still in the body when it animates 
ollrring prthaps some truly odd icmbai po*»»btli 
lies. 

Technically, (his dragon n a zombie a roepse 
given unlilr lor turning purposes consider it a 
wight II ihe dragon body r* destroyed read Ihe 
lollowing Ic* the player 


As Ihe great hcasl collapses mlo a heap ol ru¬ 
ined llrsh and bones, a silver amt boils up Item 
ihe remains Slowly ihe mist takes ihe lorm ol 
an okJ man in robes, holding an elaborately 
I carved stall "Yout* lie bellows, his lace twisted 
in ragr. "You turned my chances ol IkhdomI 
Why? I do not even know youl* Suddenly his 
soMe r« gone, and his l<um lades In a lew hcait- 
beats the appantmn is gone 

Il the PC was farsighted enough to destroy the 
body when hr lirsl came upon II. this encounlrr 
ii.es not happen but the PC get. a 2.000 »p bonus. 

Dead Dragon: AC -3 MV 3: HD 13. hp 42; 

THACO 10 «AT 3. Dmg 1 10 MO 3dl0; Al. 

Ct Ml If XP 5 000 

Wyvern Watches 

I.« aCed rest I 000 lent ahead and above ihr rs 
. ape tunnel nUni wyvern lair from this vantage 
point. Ihe wyvern can see the lower and the clear 
area around g The wyvern is always watching lor 
ihe harpies m casr the latter try lo leave The 
wyv'tm krvj- (he kirpln here lot no other reason 
than maliciousness 

The wyyvens lair consists <4 a cave in ihe hill 
sdr It* Irrasurr includes e7Vp. 854 gp a jiofton 
right awi'us */ an arrow 11 / drug 
on Was mg short hour * 2 . rk**k of rhrninul. and 
a pair o4 hoofs of ihr north. 

WywTTc AC » MV' 6. R 24 (El; HD 747 hp 42; 

I MAl 0 13 fAT 2 Dmgldf/1-n Al Nl -A 

Ponon ML 14 XP 2 000 

Stumheim’s Gratitude 

Il the IX brings the booty haik lo Slurnhcinv 
ihr entire village is grateful The PC is given 10% 
of ihr total gp valor nI ihe haul, plus he get. to 
seep any magical gems lound In addition ihr PC 
■My etav at the inn bis lor a monlh Any goods or 
service* purchased in Ihe village will have a 25% 
d—enunt lor the PC. 

II Valdai s role in this aitair was exposed the 
grateful villagers w ill nominate the PC (or the posi¬ 
tion of miliba leadrr 
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Chapter VI 


The Brigand* of the Hill* 

Thr brigands camp » hkidrn m the hJk north of 
the FiHsokcn KmJ Thr cnrmnaU take ntra pmau- 
lions (taught to them by Vjldari to cover their 
tracks penalizing any Tracking attempt with a -4 
A series *4 live similar woodm huts a Urgri 
wooden cabin, and a central lire pit make op the 
bulk *4 I hr «amp The hvr huts are home* ftf the 
regular brtgjmh while the cabm houses Valdar 
(when hr visits). as well as Corinna Adowtalyn 
Valdar s trusted second in command 
A cave on a tsearby hdl has i'rrti altered into a 
stable tor the eight high spirit«sj quality horses 
plus their saddles and other ruling equipment 
One brigand is alnays on guard duty at thr 
mouth of the cave stable Two pairs of brigands 
patrol the c amp s outer perimeter The bandits pa 
trol in shifts of eight hours 

lach of the live huts contains Id4 * 10 sp a ta 
Wc. a small bra/icr several 
homWd lantern, eight flasks of od and a Hint and 
steel There are also three id each «4 thr following 
hedioll kna|waik blanket waterskin and chair 
Thr huts have makeshift doors with poor quality 
links (44 to Open fkxin rolls 4 13 to Open 
Links rolls I on them, though the brigands usually 
lust bar the doors on the inside 

The cabin has a normal lock on K (no bonuses 
penalties), and can also be barred on the utudr 
The Interior is lust one large room with ho**ks to 
set up privacy curtains it needed Furnishings and 
equipment includes two beds a table and two 
chain* a hreplace with plenty of tirewomJ. hcxuJrd 
lantern sis flasks of ml. and several chanors of 
i-lothca (cloaks, boots, shirts pants) 

Thr maumry <4 the fireplace contara a loose 
slonr whiih rumrak a large hide that holds thr 
camps treasury. A fireproof leather bag contains 250 
gp. JOOtp 50 agates (10gp ra) a wrolt c4 pf.dnfiiai 
from urn W and a pottoi of treasure h*Ang 
Unbeknown*! lo Valdar C.v.nna ha. cUah 
li'brd her own secret Hidinjc place undre a looir 
board ne«l lo her bed In iht. .pace are S4 «p 67 
sp. 12 pp. a J lotion of fw oi o form, a j-oft>«t of 
healing. an any i Jog hgurmr of wonJrou* p ower 
(she i. unaware that it 0 manual' and a letter Irom 
Valdar Thr Idler addrevted lo Corinna sov» that 
he »u«pn 1 » ihal ihe town * treasure n m thr hill. 


—n *rrr and asks her to lead the brina™!' OH .1 
•ink h»f it Valdai pfOmur. lha! ihe mililia will 
never harass rhe bnyands and that he will perv-n- 
ally we ihal they .an. Umb over Ihe %Iih Wade sale- 
ly The letter ts ilalni inn year, ajjo 
Valdar toil Connna lo dowroy thr letter, bul die 
ha* kept it a. an opportunity lo blackmail him in 
ihe future it nerd he 

II ihe hrutand. manaxrd lo make il back Irom 
Stumhrim wuh ihr .lone .word. il will be in ihe 
tirrplate mm 

Connna n a moderately attractive hall-elven 
woman in her lair 20. she 1. a calculating. drvl- 
mi. yet unHinchmjdv brave adventurer Cotinna 
alway. wei. an advantage. 01 al Ira.l a way to 
make a pro* it, 

II Connna n i"irm«ilnl die will revrali 

• Valdar •» n. telly hei ai.omplue and he ha. ihe 
hrtRand. look me lor the lo»t 1 aiavan . tre.i»urr 

• Thr brigand. mmlly lound a likely me «-t ihe 
Irrawrr ihe entry lo the town aiea) and re¬ 
layed thr information lo Valdar. who know, 
where ihe key 1* 

• Th* key 1. ihe aonr mold. 

• Valdar make, wire ihal the militia it nul patrol- 
linc ihe plate, where ihe ln«arub ha|-prn lo bv 

• A icr.-up i4 1 entaur. in ihe south wood, have 
cauwd Ihe brtftand. mu< h gnrl 

BnR4i»J< 115* AC 5 MV 12; FI hp 5; THAC020) 
•AT I. l*m K by weapon Al. NT SA ITi 40% 1 
HS 40 V MS 50%. Ml 12 XT SO. 

Weapon I'ndmmne. IWh .penalization, dan- 
jeer li«ht crtmboH. dtort .word 
Equipment Studded leather armor linhl < ru.d-ow 
and 24 quarrel., diort .word. dub. daoter. 
punew’ Idoflv 


Connna Adontal.n AC i MV 12. F.V hp 21 i 
TMAC0 1* CAT I; I'm* by weapon Al NE; 
Sir l» Oe. In Con 12. Im 11. WK 15 Cha 14; 
Ml 16. XT 1.900 

Weapon Prtdicimiie. Punching .pit lali/atiun, 
lijtht cnwbm bastard 'wimi dagger 
Sonmipon piotmrnnr. direction wnw 16. lire 
building 14. ndmK land-Kivd 18 . running 6. 
iracilni 15 . 

Equipment budded Inifb.-r armor +2 bastard 
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.word *|/*J v» lyc anthn-pr* and »Kjp* 
changer.. light cro**bow *2. 20bolt* *2 da* 
grr purww ,10pp 

Fangfllght 

langl light the manticore a ugly mu a* tar a* 
manl»nm arr concerned Thi». coupled with hr. 
l.tul dbpuutlon. uncouth u*e ciI the Common Un 
KUJR» are! longing lor the good old day. olplcoti 
■III pillage HUM for 4 truly ilangrrou. .mulling 
and downnxht dngu*tmg opponent 
A cave high up thr dnpr »l a r«« ky KII «m** a- 
hin lair Fangllight wear. a leather collar that act. 
a* a ring of leather M»x 
fai|lll|ht dor. not attack an opponent immrdi 
•tely hut rathrr engage. in abuwdadro dialogue 
with the intruder, culminating m a drmanJ «H 
thrre K'»od rea»on» why the mantkoer .houldn t 
|u*l give' the It a dow. mney rainful death A 
helty < 1.000 * gpl bnbe a mag-al item and two 
01 u« ri h. Mir* ol liquor are three good rraiotn 
II tomrhow the It managr* to cos* tnhwma 
lion out id Fangllighi hr get. the lolhnvmg the 
tali .Ml,, h i. an. the location o* the town and 
•hr lact that thnr I. a red dragon living th rrr 

Tangillght AC I MV 12 FI IM HPo*' h P 
27 IIIAC0 13 #AT V l»mg 1-3 13 I* Al 
LE: SA Tail .pike. I o dmg. Ml U XP 1.400 
TrraMirr S4«Rp plate arm. -»of »«*«• • 1 ^-’ ••* ■* 

(actually look* Ilk* a .pittoon and that r» what 
Fangllight um It lord. 


The Great Misunderstanding 

Miranda thr herhalnl .4t*n n«ed» thr rarr 
and root* that grow in the tylvan wood. to 
Slumhrim Shr mmrtunn hire. villager* to c 
thr plant, but thank* to Valdar* rumor ire 
ing. met arr alraid to enter thr wood, an* 
Miranda n very inlerrMrd m hiring a IX Id 
pay him in potion, and wtvk«i to collect 
rarr plant* Irom thr center ol thr wood* 

A tribe ot c entaur, dwell, near where the plant, 
grow The erntaur. have had cladw* wah V. 
brigand, and they are convinced that it » tl 
lage itvll that hear, them ill will 
Thu., the centaur, have been preparing li 


plant* 
uth i4 


the vd- 


agaimr thr village The cunmt tnbe consid. ol 12 
adult main 24 adult Irmaln and 10 toals Ihr 
centaur * community con.ivt. ol 13 hut*, a central 
hiarth cooking lire, a well, and an arra m-I audi¬ 
tor thr growing ol rare plant, and herb. This area 
ha* the plant* that Miranda wrk*. 

Surrounding the lair a cleverly camouflaged 
wall o# therm and thnilr* Anyone who unwit¬ 
tingly ctcnan thn harrier must *avc v* breath 
weapon or take 2d4 point* ot damage Irom the 
thorn. A ujccewluJM.ernult* in hall damage A 
PC who can Find Remove Trap, or ha. the Set 
Snare*. Survival, or Tracking pr»ai. i.-reie* to al 
lowed a check tc> WT it he notice. the bramble* be- 
lore tutting them 

Whether the *ave wa* mad* or not. it take* the 
PC ld4 ♦ I round, to e»tr* air hlmwll. although he 
W.II udl not ha.r gotten through the wall II the 
1C wwhe» to make hi. way forward through the 
thorn wall the amount ol time It doubled. and Ihe 
IC take* an additional lour point* «1 damagr with 


Ibr wall ol thorn* ha* two «alr area* on the 
ra»trm and imlrttimml portiom <4 tin prtimrtfr, 
Thrre i* alway. one centaur guarding each gap 
Thrrr are alway. two pair* ol centaur* patrol 
bngthe wood*. Three i* a 1 m 8 chance per turn tor 
thr IX to mounter a centaur pair H thr IX get* 
caught in the bramble, a pair ol centaur* arrive* 
m Id4 round* 

Whatever ihe circumUancr*. trad tin- lollowing 
whm the PC arrive* within wght ol the camp 


A great circular clearing U tele be. out before 
you Ihe graw i* neatly trimmed and all the 
tree, at the edge id thr clearing have been care- 
lully pruned Over a do/m wooden hut* dot the 
landwapr with a large cooking area with a 
More well m th* middW ol the clearing One ar¬ 
ea o4 the camp appear, to hr a garden. 

The occupant, ol the camp arr everywhere 
Powerful-looking centaur, draw water Irom the 
well drill with *pear» or tend thr gardm. while I 
young ermaur tual* play tag with each other or 
create minor mnehiet 

A* the centaur* not nr you. the activity halt, 
as centaur mare* hurriedly gather their young to 
thnr **dr and move toward the hut* The male 



centaurs. spears. bows and clubi at the ready, 
slate Jl you with hostile Miipumn and begin 
I cloving range. 

I he chlet ol the tnbe n a young. pixwilul *tal 
linn named Heeerhah He has no* bee-' rhie* tor 
vety long. the previous chief deed .* old a*e a -eel 
ago Heeerhah iv harsh hut lair He wants what t* 
l«e*l tor the tribe, and currently humans are a 
threat 

Regardless ol how the cmtaurv met the II 
Heeerhah will be cautious and very vuspu iou* 
The It' must win hit trust and there are several 
ways ol doing this 


• I he II must male a dislirwtiuA between him 
sell and the brigands In the cmtaurv ryes all 
human* arr alike 

• The PC must male a distinction between bet*- 
ands and villagers as the currmt centaur mill 
menf is to ro into Sturnheim and |us» slaughter 
every i me 

• It the IX has already eliminated the threat cf the 
brigand* he must lumivh sine sort n* prool 

• I l«e IX may cater hi. scrvur* to Ret to the heart 
ol the matter The centaurs accept the otter and 
Rive him lour sundown* to *olve the problem 

• The PC *an ask the cmtaurs y are so 

hostile to humans. allowing th. chief th. «n 
ot airing his grievances in a manner much laced 
with oaths and insults 

The PC can Itnd out the following from 

Hrrerhalv 

• The centaur* have clashed with .rurt mm wh.- 
come from Sturnheim at nigh* and either take 
the Forsaken Road or skulk along the borders .a 
the centaurs forest 

• I hrsr mm head northeast into the hJls Some¬ 
times they ride hones, taking rare to hide them 
at a spot iust outside ot the village 

• Onr man. who looks more powertul and iniimi- 
datinR than the rest comes and goes ottm U 
pressed, the cmtaurv describe Valdai 


• Some erf t*» mm rvrti tound the centaur*' trea¬ 
sury and stole most c* it. Ilu» was what fostered 
the construction ot the thorn wall. 

If ihelX has cnene for Miranda s plants the cen¬ 
taurs ret use 10 part with them and not even gold 
will change their minds. The PC must t.ghl 
Neevha a tough centaur to earn the right to lake 
the plants The combat is non lethal, and most 
L»el> >t will be a wrestling match It Ihr PC has 
catered to help the centaurs, they will give him 
whatesvr plants hr need* plus a centaur compan¬ 
ion. namely Ncerha who will slay with the IX un 
til the problem t* solved 


U the IX retuws to deal with the irntaur* and 
wishes to look foe the plant* growing wild in the 
•-nest a skill chnl mint l>e made every hour, us 
mg either Agriculture Herbalism or Survival A 
swcrsslul check nets the IX a tenth ol what hr 
needs 

Chift Miser hah ha* a medium shield meifiiou 
Ut • i. and a longvicW •). The tribe has no 
treasure worth mentioning the brigands having 
made 0*1 with it (about 2.000 gp worth) 

Nrsrfa is a hi* ugly and stupid centaur slal 
hon. but o « steady companion hr love* to wire- 
tie atd it he has to tcghl the PC. hr will use 
wrestli-g as an opening tactic (see PHHKI p 75). 

I he cmtaurs are equipped with spears, compos¬ 
ite longbows 50 sheal arrows and c luln 

Average t eMaur I Oh AC 5 MV III HD 4 hp 24: 
THACO 17 FAT J Drng l*/l-6 and weapon; 
AING: Ml 14 XP 175. 

Neeefca; a* above plus S*r 10 Dr* 15. Con I*. Ini 
6. VVh «. On $ ML 16. 

VNeapim Profun-*»cies longbow club, sprat and 
wrestling specialisation 

Nonwrap** Plot* »eri..»». Hunting 8. endurance 
16. set snares 14 

Lspjiprrml Composite longbow, club, spear .10 
shea* arrows. 50 tee* of rope. 

Chief Heeerhah: AC 4 MV 18 HD 5: hp 55; 
THACO 17 FAT J. Drng 1-b 1-4. and weapon; 
AL NG ML 17. XP VS0 







Subplots 


attempt* to lure the It i 
yjitl north kI the villj.r 
the Three Crowm Inn l< 
lrr*» II the PC not 
li.it*' the encounter her*i 
litlhiwinx lu I hi- player 


Srtrrlha Akor 
■nK *• lhr Inn. 
loom jimlrM.1' 
A» you Ml lace 


In thl* town 


o 0 *» a reward 
II hr delighted. and 
n ihr morning I he 


Stumheim ha 


Slurnhe 
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the gravryard. DM* should Irrl trrr in Irl knew 
with the roo*l absurd xonn thac a mi pentuann 
mind could fonenve 

ll Ih* It a*k» why lhe graveyard i* so tar «■ ay 
the reply i* lhaf rhe town foundry* were w.*m«*J 
about undr ad. M I hat anyone h*» ever wm any 
or had confirmed report* aNiut them 

The North forest 

I 'nlikc the «ylvan woods to the xnith the North 
Forest is a thic k chaotic growth o# tree* ar»J ur> 
Mmh I he pxnii n slow Kerr drspcf* a Italy 
perceptible trail that Wads la the graveyard There 
are «everal point* of inlerr*! in the tore*! which 
are outlined billowing 

A) VVhuooo (iim I her*’ 

A* you nrgolulr your way through the dr*w* 
wood*. a mournful hoofing come* from ahead, 
to your right 

ll the t’C lime* in cimtinue rra<li«K the ilmnp 
lion to the player 

An owl lay* on the ground with if* left wing 
•played out at an awkward angle unread of 
folded against U* body The tail end of an arrow ; 
•halt *lkk« out Irom undrr the left wing The 
I bud look* at you and hoot* again 

Sereetha will recommend that ihe poor I* ..t be 
put out of U* misery If the FX tne* instead to help 
the bird, it the* up into the air and the brisker at 
row shall tall* to the ground This is actually a 
nine Ihe owl was testing the PC « nature 


to say Mousrbanr «* a talking owl ol great wis¬ 
dom and she i» currently looking lor a lucky hand 
id humans to gain the brnrlit of her great wisdom. 

Srrcvtha will do her he*t to convince thr It that 
the bud n not worth having around She will even 
make hint, that d i» hard to diarr thought* of a 
personal nature if there is a third party present I* 
Thank* to Sereetha* mercy killing' remark, 
Motiw+>anc i* already toured toward her 
Moioebane kn.-w* that an owlbrai prowl* in 
these wood* and that a graveyard lie* noith of 
here though the place u partially sunken Into a 
swamp Ihe swamp located wrsi ol the grave¬ 
yard ha* slowly hern encroaching eastward and 
Vtoucat'anr will give a Iriturr on wrllarcdt and ihe 
ecosystem whether asked to or not 

Moutrbane I* a female owl She *|>rak« Com¬ 
mon Hack dragon, centaur, elf haMItng and l Hu- 
■Ac. UtHiwhme always use* ten wind* to cay 
♦..ncething which normal folk would esprrss in 
tour She •* esceptMHtaHy mirlligmt and rn|oy» 
talking II asked politely, dee will accompany the 

rc. 

Mc.uw4.anr the Talking Owl AC 3; MV 1. FI 

3WC); HD 2*2. hp 12 THACO l« IAT 3| 
Dmg 1-4 1-4 1-2; AL LC; SA Swoop Sll Nev- 
et Surproed. MK 20 V Ml 13. XP 073 

8 Bear facto 

The air I* filled with a burring noise punctu¬ 
ated by a few wiullle* and growl*. The none 
1 come* from a pornl ahead, 

U the PC clow* m, continue reading the follow¬ 
ing to the player 


Put me out of my tn.srry indeed' Gtving up 
hope .1 btf loo quickly, are we? the owl asks re- 
proa* Mully in peHrrlly articulated Convn«*n 
"Still. I appreciate your desire to help, kind war- 
mu rather than iuu givm* up VVhat do you 
seek here where no humans have 'read tor 
many a moonmeT* 

i > 

The owl s name is Ooohooroo but will gp by 
the name Mousrbanr it thr former is too diltKuftt 


A hugr Mack hear learn a&a<n%t a hu#r oak. its 
paw’s waving at a lar^e opening in the tree 
trunk A tiood i4 l»m hovers about thr hole. 
Irom which a golden liquid oozes. The bear 
turm and look* at v«m sniffs thr air. and re^ 
turns to his task 

If the PC helps the bear gri the liquid, which is 
hones the bear will follow thr PC mto any situa¬ 
tion that doe* not involve undrad <at the grave* 







yard thr hear would wait palimlly al the edge ol 
wholesome ground). Should the PC abuse thr 
hear il will «uH and amble oil ll the PC attark* 
the bear outright, it will drier*! ir*ell 
The l tear will lollcm 4 ranger PC whether or rtoC 
the warrior help* the hear get the honey the bear 
know* ranger* anil know* that they make good 
i om p.i (Horn and .an lind tood rawly. It .till won I 
go near wndr.ul howrvrr 

Helping Ihr brar get ihr honey involve* dealing 
with a swarm ol angry brr* Anvotir altrmpcmg lo 
Mi l lo Ihr homy i» .lung lor a number «4 hit point. 
n|ual lo hr. armor ila*. divided by two. rounded 
up Smoke ami lire will drive oM ihr •»»' wih no 
damage done lo ihr parly 

Should Ihr hear ami ihr owl i.ah pun ihr parly 
Sr reel ha. hrr Irmprr showing o«m .4 wear will 
mulirr how thing* ha.r lumed mio a menagerie 


Moindunr dor* not havr a tlur a* lo Setertha* 
true nature Her last remark was simply a sarcastic 
1 ‘hr at ihr woman 

I hr owlbrar ha* some booty buried hmrjth one* 
,4 . 1 . pile* .4 bone* The treasure include* a gold 
bratefcl <500 gp> an opal (SCO gpl amulrf i*» un 
M-a.i ioih level Hire 11 , a *croll «4 protection vt un 
Je+t am! a Mirer- «2 


Black Bear AC 7. MV 12 HD 3*3 bp 2 n 
THACO 17 #AT I 1/M I * SA Hug Al N 
Ml 10; XP 175 


C 1 Owl*. Bear* Owlbear* 

Oil lo your left I* a group of «U 
Ihev are barr <4 any Ira.r* bul ih 
haw I*en placed 11 frlhrr In lam 
lo A lew bone* lay wattefrd m li 
seem* lo br an opening, ami an »d 
link wall* owe lo you. 


tree trunk* 


IroM ol what 


Owlbran Al 5. MV 12 HD 5*2 hp 22 THACO 

IS #AT 3 Dm* l-b'l-O/1-12: Al N SA hug; 

Ml 12; XT 420 

The Gravryard 

Slumhnm » Iradrt*. out ol Irar c4 po**ililr un* 
drad dec iVd that ihe crmrlrry should he lar Irom 
I he village The pioblrm with ihr Sluinhrim 
graveyard 1 * ihai •! wa* built 1 low lo a swamp- 
Land A* the year* wrni by. the swamp *prrad ra*l 
ward ihr moisture leeching Win Ihr graveyard 

I he cemetery occ upie* a square plot .4 land MX) 
v aed* on each odr The *wampland ha* claimed .1 
aettaBSOO yaid. long ami ICB yard* wide th. 1 n 
wr*i«tn lillh ol the IcHal area I he Alcom«rypl i* 
located in thi* section 

All movement 1 * halt rd in ihi* mardiy aiea. and 
ihe l*M mu*! make an encounter check rvrey 
round on Ida with a 1*2 inAcaling an encounter. 


I hi* 1* Ihe den ol ihe owlbear. and il will certain 
ly *mrll ibe IX. and come out charging The PC 
will notice track* ol a very Large hra*l 4 a Tracking 
roll 1 * made II Moutebane 1 * w*h the group and 
Ihr hear ha* hem encountered, ihe owl will *ay 


"This 1 * eminently logical hm you meet an 
owl. then you meet a bear now you meet an 
owlbrar Very logical, very logical indred 
Didn't surprise me. nol a bit' I could tee I hi* 
c oming a mile away! You had better do some 
thing. *ince ihe chap look* rather hungry Mind 
il'* hug. il« an embrace vou don 1 want lo Have! 
|u*l a* dangerous a* her*!' Mousebane look* al 
Servetha. who Imwn* al ihr owl 


A rolling coliin float* by 
A giam Icrch attache* ii*ell 10 the IX 
PC laB* neck deep into a sinkhole 
50% chance <4 lowng an Hem 
Yellow musk c reeper and rombir 
Ida normal rat* 

1-2 gianl rat* 

Swirlma mm resemble* a human shape ihen 


0 1 ghoul 

Cum leech: AC «. MV 3 Sw 3 HD I: h P 8; 
THACO 10 #AT I Dmg 1*4 Al N. SA Dram 
blood Ml 7; XP 65 

Yellow Musk < rwper. AC 7 MV 0 HD 3; THACO 
17. #AT 2-12 Dmg Specul; SA Gav SD Im¬ 
mune lo mind alleging spell*. MI 20 XP 650. 
Yellow Mu*k A.mbi. AC 10. MV 6: HD 2: hp 15: 



II Ike l\ t jn turn undrad add .me ghoul 


THACO 10; #AT 1 Pm* I S SP immune lo 
raindaiMcting spells ML 20 XP 125 
Rate AC 7 MV 15 HP lh r THACO 20 SAT 1 
Pm* I. SA IW« AL N ML 3; XP 7. 

(.uni R.itw AC 7 MV 12. Sss o : HD 2 hp IHACO 
20 SAI I. Pm* I > '•A IWnr Al NT Ml 7 
XP 15. 


Thf woods lhai you hi«f been traveling 
lluough tall away ahrvpll) as the ground slopes 
gradually downward and become* pcogrrsmve- 
ly motsirr The air n heavy wilh a Jrrp m.si 
which «arnes the let id odor ol swampland 
MlUl dnIIIUOtifl lh» (uvryiid slirt.hr* lit 
the moiheasi and mwihwesi A great mm ten. e 
block* caiu.il miry and a huge grar.tr anh 
way. tilled wilh a gate *rem* li> hr lhr only way 
I ln Thr gale and Invc arr overgrown m pUn 
wilh clinging green vine* and m«n* 

Numerous headstones obelisk* and irvpl* 

| poke nul ol lhr mi*l like Imy island* m a Mrt of 
log Points ol light llickrr ihrounh lhr misi 
lo lhr mil a va»i swamp nlcndi a* lac a* 

[ lhr eyr can mt 

Srrcvlha r»plain* lhai lhr light* arc grave can 
dim lhai maun ally «a .1 light* lhai mark a urate ol 
special rrvcrrncr Mousebarvc will announce lhai 
dvr dom no* like this pla« r and ask* lhai evrryooe 
turn luck inimnlialrly Ol course Sererlha will 
guide lhr parly straight lo her lather * crypt 
There I* one Iralurr ol lhr cemetery lhai n ol 
possible benefit lo lhr PC: a granite chapel which 
vl.mJi In lhr < rolrr (i lhr crmeCrry This grrwrk 
chapd ha* been consecrated lo pood dntim and 
hat a protection from evil and prolevtiow fr.*— i in 
,1,'tul cast upon il Mousebane know* of this place 
ami will mention il lo the PC 


Al C.houlc ol mv Drraim 

At you pats a parltcularly chaotic 
tombstones lhr ground in Ironf id I hem i 
and I hire horrendous screeching 
lunge al you their stringy grey haw trailing 
crmrlrry dirt Thr gruesome duo approaches 
opening mouths lilies! with yellow lanes and 
I filthy claws caked urtdi nwf ted wkiti. 


Ghocah >2r. AC o MV 0 HP 2 hp 10; THACO 10; 
SAT 3 l»m< 13 1-3 I-©j 5A Paraly/alron SP 
Immune lo sleep and charm spells; AL CE; ML 
14 XP 175 live ghoul* have no ireasurr 


B Spent VSam.n, 

Thr rust ahead lo youi r«hl sw.ils and lakm 
the form irt a human woman dressed m phan 
lorn armor She looks al you and shakes her 
head pom»in* ha. k in lhr due. lion ol lhr gate 
She looks al you again points io Serin ha. and 
shakes her head Iranin ally holding her hands 
up and oul. palms lacing you. a look ol plead 
.ng cm her lace Al Iasi lhr apparition points lo 
lhr (.round m #r«*esl <4 a and motions you ch*s 
rr A hand grab* your arm 


Sererlha has «n/rd (he PCs arm an.l is staring *il 
•hr appanilon. a Icnvk ol angrr on her lair II 
asked she will sas that the specter is an evil spoil 
lhai lures unwary victims lo a spirt ol gun kvaml 
hrtedha wd do everything she .an lo kerp lhr PC 
•way lf*m ihe apparllion. 

In lacl Ihe apparition is the spoil ol .me ol lhr 
rnghi adventurers who wai.hrd lor lhr lost Cara- 
van 40 vears ago This woman (arrlla. was one ol 
lhr adventurers who Mt ihe village in disgrace 
In lhr course .4 her travels (arrlla met a Wtfard 
named Krnstip Alcon* The two advrnrurrd to- 
ltd her tell m love and wen wed. Pie happy cou¬ 
ple had a child. Sererlha who is with lhr IX 

Irn year. ago. (arrlla and Rrndnp plus their 
w.sard in-training 14 yrar-old daughter, were 
travel.ng mar Slumheim when they were alia, led 
by a vampire and its wrrrsvoll toenpamon live 
w new oil killed Careila and cnitiml Sererlha hr 
lore bring killed by Kenslip. Ihe vampllr and Ken 
slip lought each other lo a mutual demise. 
Grvrl stnckerv Sererlha hiirsrd llvrtn berth in lhr 
graveyard, unaware that her lather was a vampire. 

Before Scree!ha entrred Sturnhnm she disc uv 
ered that she had been infected wilh lycanlhropy. 
and lhai her wholr personality had changed lo lil 
ihi* new development Acting on a hunch, she re¬ 
lumed lo ihe graveyard in lone lo §ec her lather 
nse again as an undead Krnstip had nothing but 







Subplots 



contempt lor Sturnheim and its treatment of ho 
Lie * lie. to talhcr and daughter worked our a syv 
lem where the would go to Sturnheim and bring 
him Ireth meal every w often 
The ghost of C'arella it bound by RensJipt 
power nol lo speak until he it destroyed to d*. 
mud iry to drive oH potential victims with hand 
getluret At her feel, buried undrr a loo* of dot. it 
her old lortKOvord. now very rutly ll it * 1 *3 
i'< Lytanthroi’T* an*/ s/tape. hungers (DM Note 
II l he PC already hat one o* I hew swords. tubtli 
lule il wilh a till we fong*u«orJ ♦ I » 

II Krntlip I* killed Carrlla can tpeak She lell* 
her story, at well a» givet an account of the light 
against live red drag*>n 

Sharp-eyed PCs who ask about ihe ghosts facial 
Iraluret may notice that the rrwsnbles Series ha 
Srreelha will not attack the tp.nl but a PC 
glam ing at her late will w< that Ihe pretty woman 
hat a look ol barely controlled lury She will refuse 
lo a rower any quest mm about the tpirit. da.mm, 
that it it |utl an obstacle in her path prrvrrtfing 
her from seeing her lather 

( i Daddy s Home 

Looming before you w a marNe mautoleum of 
great tl/e and ilrslgn C a need above ihe rutty 
iron door it Ihe name I'rlmorr Scattered about 
Ihe ground In Iron! and odrt ol ihe lomb are 
many human tkullt and bone* I ho n m» la 
ihrr't lomb.’ Sereelha tav» her head bowed m 
reverence I would be honored * you walked in 
with me* 

I .. —• 

Thr name on mautoleum n chMerenr Irom the 
tumame of the ,|r* rased because alter emerging 
Irom ihe ground Kemlip |ud moved into the near 
rtl decent-looking mautolrum 

Sc altered abiml the ground in IroM and tadet ol 
ihe lomb are many human tkullt and bones all 
lhal t lell o* Sereelha t previous eicortt 
II the PC agreet to accompany Sereefha into thr 
rn.iutoleum continue by reading Ihe following lo 
i hr player _ 

The door oprnt ratily enough and Servetha 
walks in and requests that you lollow 


the PC rrluw to accompany Sereelha. 
nter and Mth her lather If il it daylight, 
the will May in thr lomb scream, and hidr hoping 
to hire ihe l\ into the lomb Read ihe following lo 
the pLyet (altering the detcnplion accordingly il 



II If* 1C Iravefnl here without henchmen or 
hirelings kind DMt may with In allow the It a 
l irr a* i is 'it So conlidrni it (he lather and daughter 
i that thru appro* h it lackadaitica! al best. 
Kmsiip a lormet »th level mage, it without hit 
lell book* thut he reliet on hit vampinc abilities 
Sereetha will afrmpt to ge* behind thr IV then 


Tucked behind hit cotttn w K.nsllp. treasure, 
artnt Irom sectim. Il things look hopeless lor the 
PC. DMt may allow ihe poor vicilm lo spy an item 
or iwo sinking out Irom behind ihe coflM. 


Rent*ip Alcorn. Vampire AC I MV 12. II iMCIl 
HDf*) hp 35 THACO U: MT I; Dmp. MO: 
SA Inergy Dram: SD ♦ I or better weapon lo 
hit. AL Cf ML 16; XP 3.000. 

Treasure nig of free mttion uniitd of niggle defer 
firm wiged basil lllving speed 2 D, tdvtt Jag 
gf • I *2v% larger than man sued creature., 
Jusr of frandetmett 577 gp. 210 pp si* blood 
*. ones (150 gre.1 


The Swamp 

The swampland has a chilling mis* lhal dings lo 
you a mitt madr up no doubt of swamp gasses 
and other things best lell unspoken. The mitlt 
obscure vmir vision The toil is rtlrrmrly 
mots*, and many sections are submerged under 
several inches of water 





TV plant lilr in tV swamp consist* ol iruny 
hanging vines and drooping willow tree*. w*h a 
I variety of unhealthy looking shrubs dotting iV 
lands* ape TV air » tilled with norse toads 
croaking insect* buzzing and the occasional 
splash or bubbling. its Ornpn utscertain 

This putrid area constantly rrlrasrs swamp los¬ 
ses into the an crrating a permanent sours* ot 
low-lying tog. Only on the sunnm and dnest ol 
days doe* the trust bum oH TV swamp * sotl n 
stxldm and inlrurd with vermin 

Ai Stoned Dragon 

TV mt*l» pan ahead ot you. revealing a great 
winged beast, a dragon, standing on lour pow 
crlul leg* one oi its lorepaws raised to* tV at 
laik TV (reatiire* laws are wide open In 
anticipation ot an rasy meal It remains abso¬ 
lutely still 

It the PC approaches continue trailing 

| Upon closer esammation. you rralire that eV 
hrast is a stone statue ot a dragon. There is no 
pedestal no carvings nisi an incredibly lilrhkr 
' statue. 

This statue is actually a huge Mack dragon that 
wound up on the rec eiving end <4 a hrboldrr s pel 
rilkcatmn ray TV sVdragon aho latally iniured 
the beholder and removed an rye stalk TV be 
holder has limpesl ba« k In its Ian to d« leaving a 
trail ot oore 

II tV IK makes a Tracking pfottekney cheek. V 
I inds that the dragon »rracks come (ran t V r**t b- 
wi-st ||te trail ol dribbling k hog and an eyeball on 
a small stalk. Il the Tracking check was made by 
lour or more tV PC can tell that tV nh.u rs ln>m 
lour to sis hours old 

Bi Trolling tor Behold, rs 

II tV PC makes additional Tracking checks, he 
will notice that two sets ot large humanoid tout 
prints meet the ichor trail and follow if TV tfhor 
trail rs Iwo miles long with tV troll tracks nxnmg 
up at the hallway point. 


TV trail ends at a large t rre which hat a massive 
ol branches dumped together like a giant 
An $ tool wide opening in the mass ol 
branches sit* 15 leet alt t V ground Chomping and 

TV troll pair coenered Ihr beholder m its Dir. 
and are now feasting on ihe beast Thrv are too 
eating to notice l V PC should hr .lee idr to 
• up tV tree to take a better look The PC 
gamsi i V sna. king trolls Krad thr 
a tV IK climb* up to tV hole 


A putrid smell washes over you as you climb 
iV tree When you (set into the hole, you see a 
huge spherical cavity about S0‘ in diameter. tV 
walls are made it |>etntied tree branch** 

What looks like a del laird ball w ith several 
•yet growing on stalks sits on tV lloor of the 
lair many ol its eye stalks have been ripped 
out A huge central rye is shut, and the beast is 


Muddled on each sm»t ol t V misshapen sphere 
are two green si mnrd humanotd* with long 
noses huge dates and stringy black hair. TVy 
are eating tV Vast. tVir back* turned to you 


II thr IK dors n..| Vtray his pretence hr can 
satelv gel away II he makes a MOT thr trolls spin 
around and say Go way I Dis u our lood Wr 
tracked it lair n square’ Find vet own lood I 

TV trolls will not pursue the PC immediately, 
though three n a X5* .ham* that the pair will at¬ 
tempt to follow the PC a« a farther meal II they do 
V. they w.ll V I' minolrs Vlund thr PC. Il the 
PC is alone make one of thr trolh badly Injured, 
and unable to act while it regenerates. 

One of the tr.dk came* a hlthy burlap bag. 
which contains tV pa** treasure lour behohler 
rye stalks, two Jrad li/ard. and a pretty rock. 
One lizard ha* a gold ingot (500 gpt shoved into its 
gullet tV o»het has a prarl (500 gp» and a ring n/ 
tree action in its gullrt 

TV VhoUri . treasure which tV trolls have 
not found yrt consists ol 24 rlrctrum trade bars 
iSOgpea j .‘-mi of magic missiles. gauntlet, of 
Ogre power, a manual of pumont *lill at amis, and 
a harriniic *2. AH ol this booty rests on a curved 
metal tray which a actually a *2 shield. 







I roll* <11: AC 4 MV 1 2. HD*** h«* *> THAIO W pin the ir-roder to the ground while *wrrp.ng 
13: I AT Id4 ♦ 4/ld4 ♦ 4 Id* • 4 SO Regenera any NPC» with •«» tad Once hi* victim Ik 

tl«m. A! Cl. ML 14 XP 1.400 ptoM* the dragon W.B mlnrowir the PC about 

the *he dragon* whereabout* tau*lalak al»o 
C) I ike Mother Like Son "*«•' any treacure (he PC end hr* NPC compan 

II the IX follow* the di«on trackv they coo- «m have p*u» an Nit to mack oo 
linue Intermittently loe «•« m.le* The Mark dragon A ^retire way ol getting Cau*talak to let go ol 

would I .lie to I he air look around. Und. walk a the It » to tantalue the bract about the location 
bit. then repeat the pro,r** The tracks lead to a c4 the dragoei* mother 

( avr rnlram r Read the following to the ptaven l» the truB* have been InllowinK the It they ar- 

nee either nght More CauMalak attacks the PC, 
oe 15 minute* have gone by. whichever i omn lint 
I hrough the mot* .* another dragon form th.» Jh, hold* the dragom treavurr trove: 

one much 'mailer I .hr the Bnl .me. thw one 4701 *p 12.127 c r vcroll ol rrofrcfior. 

[ 'land* kt.«k *tdl __j from mtfk n.,g of uwte* uWi mg Mnd of iHur.it 

•wfio* prrmpt i>f proof r* poize *i plate armor 
Om yiHiHK ~lr drjgon » qutfr -W. tmi ha* ♦ 2 feufttronl fUmeUmgur 

f ro/rn in pL»ce upon spotting the mfruarr Hr rr*l- 

ue% tkit h n mi*«her h*% brm jtpne tOf att umm*jllv C jutuUk « Yomg BUck l>r jrou: AC 2 MV 12, 

long lime and is frightened. H JHC>. Sw 12. HD 10; hp 40: THAC0 11; 0 AT 

CauMalak. having hern told lair* at the eye ty j**p***aj Dmg 1-6*3/1-6♦3/3-1**3. SA 

rant* who can turn victim* to none r» playing Aod breath: 6d4*3. SD Water breathing, acid 

dead Once the PC get* within melee range the rr*c*tant Al. Cl. ML 16 XP 3 000. 

dragon will reach out and grab the PC attempting 
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by JobN £cima 


Decades ago, Sturnheim was a thriving trade town on a major caravan 
route. But then, disaster struck when a gold laden caravan disappeared 
without a trace. Financially ruined, the town slipped into decline, and 
now lies almost forgotten on a route that is seldom traveled anymore. 

Fighters Challenge is a new type of ADVANCED DUNGEONS a 
DRAGONS* adventure. It is designed especially for a Dungeon Master and 
one player—perfect for very small playing groups, for those times when 
the whole group can t get together, or for the player who wants his char¬ 
acter to earn some extra experience. This adventure will provide hours of 
excitement for the DM and any warrior or multi-class fighter character of 
levels 2 to 4 

you can unravel a 40-year-old mystery and restore the honor of 
Sturnheim—If you have the gutsl 
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